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VIRUS ALERT! 

AC'S Technical Editor Explains How To Handle A New Virus. 

by Michael Morrison 

This is the type of article I hate to write. Tliere is yet another vinis going around. 
The virus is called Xeno and is not a bootblock virus but a file virus. This means tlia: 
it attaches itself to executable files such as commands or even programs. When you 
use One command, tlie viais puts itself in memor}' and attaches itself to any other 
executable file tliat is used. 

There are several ways to recognize whether or not your computer is infected with 
the Xeno virus: 

-The commands in the C directory are 1124 bytes longer. 

-The date on an executable file has been changed to a recent date. 

-Your computer crashes when you try to print to the parallel port. 

- You get the 'file not an object module' error when you try to use common C 
commands (dir, cd, assign, etc.). 

Unfortunately, there has been no way to detect this virus until recently. We picked 
it up, here at AC, about a month ago, but none of our virus checkers could detect 
it. If you have ordered AC *5 or AC *6, they are infected wiUi tlie vims. I'lease use 
one of the metliods described here to disable the infected files, or return tire disks 
to us, and we will send you clean disks. 

There are a few programs available that wilt help rid your system of die Xeno virus, 
Steve Tibbet has just finished VinjsX 4,0 which is a\'ailable on BBS's or on our 
inNOCKulation disk (see ad page 86). ViaisX 4,0 will detect the Xeno vims in 
memory, but it can not help any files tliat may be infected. Steve has also included 
a program called KV, Tliis program will disable any files infected with the Xeno vims, 
but it does not remove tlie vims from tlie flies. The vims intertwines itself with a file, 
making it difficult to remove. Steve is working on a version of KV that will actually 
remove the vims from the infected files. 

Anotlrer program also available on BBS's or on our inNOCKulation disk is called 
XenoZap, by Kevin Kelm. Kevin wrote XenoZap after both of our computers were 
infected, and I asked him for help. XenoZap is similar to KV, except that it will search 
an entire device for the virus, in all directories and disable it in all infected files. This 
means you can type; 

dfO:XenoZap dhO: df : df 1 : df2: XenoZap 

from the CLI (if XenoZap is on the disk in dfO:). XenoZap will first check memory 
for the vims and disable it (if present), and then check every file, in ever)' directory, 
on dhO:, dfO:, dfl:, df2: and disable the vims in all infected files. 

Once XenoZap is used to check the system and its files, it has become infected with 
the vims. This means that if the program does not check for and disable the vims 
on itself, the next time the program is mn, it will infect every file diat it is currently 
checking. Therefore, it is important to include XenoZap at the end of die list of items 
that XenoZap will be checking. This should eliminate the vims from XenoZap and 
eliminate the vims from your system. Remember to check all of your floppies! 

These people who have nodiing better to do but create damaging vimses really 
baffle me. It is unfortunate and sad. I am only diankful that talented people like Steve 
Tibbet, Kevin Kelm, and odiers are willing and able to spend dieir dme and resources 
to combat these vimses. My hat is off to all of them. Both VimsX and XenoZap are 
public domain. This means they are free to everyone. Even thougli the authors don't 
request any gratuities for their work, please send them something if you use either 
of tliese programs. This will encourage them to condnue dieir efforts in this battle. 
1 hope diis article will help save some of you from some headaches. 

•AC- 
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DEAR AC: 

Since Commodore is putting a large 
effort into advertising Uie world's best 
home computer let us all help make 1990 
the " Year of the Amiga". Are you tired of 
the MS-DOS talk at work? While your 
Amiga sits at home witli its superior 
operating system that multitasks and even 
comes with a graphics co-processor. You 
can also add an MS-DOS clone inside your 
Amiga box if you own an A2000 or A2500. 

If each Amiga owner can convince an 
employer or a friend to purchase this great 
machine. We could protect our investment 
and double its ownership to two million. 

Have a video slide show at work 
using your Amiga. I did it and now 
ever^'one in my office knows what an 
Amiga is. They are even asking where they 
can get software for their MS-DOS 
machines (chuckle). Tlie software ! used 
was TV'TEXT, TV*SHOW, and the 
Director. I had some shareware music in 
tlie background, for narration I used a 
mixer and microphone I had purchased. 
Give it a irj' — your office needs an Amiga 
linked to a good VCR for developing 
presentations! 

If your office only has I'C 
Compatibles, bridgeboard is for them it is a 
100% compatible PC Clone on a card, there 
is also an emulator (the Transformer) that's 
a useful tool for some MS-DOS programs. 
The Transformer wUl run an xMS-DOS D4 10 
emulator for the Data General Mini 
Computer at full speed Amiga. 

Be sure to let them know that wotj A- 
Max the Amiga can run many Mac 
programs. This is a combination of 
soffwai-e and hardware and is not the same 
(or as good) as the bridgeboard clone 
inside your Amiga box. Tell tliem that the 
Amiga is a very powerful computer with 
the same CPU as a Mac plus it has graphics 
and sound co-processors. If MS-DOS 
compatibility' is a must, then \hs Amiga is 
the best choice neither the Mac nor IBM can 
emulate tJie Amiga (not powerful enough). 

Terminal emulation is very important 
in an office tliat has to talk to Mini 
Computers or Mainframes. There are 
several excellent .Ajniga terminal emulation 
programs available. One of the itiesl Amiga 
terminal programs currendy available is in 
the Public Domain on Fred Fish =226 and 



is called \TT. Is your mainframe or mini at 
work linked with Textronix terminals? If so, 
you can generate on screen graphics with 
your .'Vmiga (4105 emulation). 

In business software (non-graphics 
word processors) the Amiga has 
Excellence. Excellence is much more 
sophisticated tlian Word Perfect , but we 
need the latter so that MS-DOS users can 
make the uansition to the Amiga. There are 
some excellent spreadsheets available for 
tlie Amiga which don't even compare to 
an^tliing MS-DOS has so I won't mention 
any by name. Data bases are another story. 
Superbase Professional is an excellent 
product, altliough it is missing oracle since 
it has become a universal standard. 

Have you noticed tlie new status 
s)^mbol in tlie office? The Si 0,000 laptop 
with 386 processor. Lets hope that 
Commodore does indeed come out with 
the A3000 diis year! Power impresses the 
business world. Lets also hope diat when 
diese two are compared that Commodore 
can promote some unique benchmark tests 
iliat will show off die graphics co-processor 
in die Amiga. 1 hope that the 386 
bridgeboard is available before the 486 
becomes the fad. 

We have heard tliat Commodore's 
implementation of UNIX is verj' good. If 
they offer an A3000 UNIX it may be a way 
of getting a foot in tlie door of the business 
world. It is my gut feeling that UJVK will be 
the next major operating system for the 
office. 

Since we have sold an .\miga to the 
office, what about the 1 3 year old next door 
who is getting bored widi his Nintendo? 
Get at least one outstanding game for your 
Amiga (even if you hate games) and show 
the kid what a real computer can do. Some 
people have bought MS-DOS machines to 
play games — isn't that disgusting. 

Commodore can do it with our 
help — make the Amiga known to 
America — it's a great machine, so lets help 
out. One of die most exciting diings about 
owning an Amiga is the !oyalt>' of die users. 
Have you ever checked out the public 
domain programs available for the 
.'Vmiga — it's great! That's because creative 
folks know a great machine when the}' see 
one and want others to know too. So, let us 
all make 1990, "The Year of the Amiga"! 

Dan Greene 
Boulder, CO 



-Your enthusiasm is contagious. Lets hope 
that more people catch it. We agree with 
your comment on PDsoftwcire. ne people 
who write PD soft ware are doing the Amiga 
Community a great service and we Ibank 
them. -Ed 



Dear AC: 

'I'hank you for Publishing my article 
"Multitasking in Fortran." I think that the 
article wdll provide the means for a 
substantia! numter of people to deal witli 
a significant Problem on the Amiga in die 
Fortran environment. 

Unforttinately, an en-or into the 
article during the editorial process diat 
must be addressed. In the copy that I 
submitted to you, my last sentence of text 
stated; "Frankly, I consider 1-ortran to be 
easier to program in dian C, for tho.se things 
that Fortran is good at.'' It was edited to say; 
Frankly, for tlie features that it has, I find 
Fortran easier to program in dian C." 

The latter statement is incorrect, in 
tliat It implies diat I consider Fortran to 
have more or lietter features than C. 
Implicidy , it states that I consider Forlj'an to 
be superior to C. I do not consider Fortran 
to be a better language and I would not start 
a new project in Fortran, unless diere was 
a compelling reason to do .so. Relali^•e to 
most of the later generation languages, 
Fortran has some significant limitations. 
However, it is easier than C to program, for 
those things that it can do. 

I consider Foru'an to be valuable 
mainly because of the huge body of 
software that already exists, especially in 
die scientific arena, that is written in 
Fortran. .Accessing that wealth of jjroven 
software, while taking advantage of the 
Amiga environment, was the purpose and 
motivation for the article. 

Sincerely, 

Jim Locker 

Fairbom, OH 

-We appologizefor the mistake and hope 
that it didn't cause any pmbJems. Thanks 
for the comxlionsjim. -Ed 

•AC* 
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Your boss wants you to produce an 
animated video presentation to help 
sell that new project to top manage- 
ment. You know that a full-color, 
animated presentation, developed on 
the Amiga, using its powerful 
desktop video software, will make a 
convincing impact. 



The Amiga is the right machine for 
the job, but how can you easily 
import the images and data you need 
for your presentation from other 
divisions of the company, data and 
images which come from 
Macintoshes and IBM PCs? 





soumoN 



File transfer programs MAC-2-D0S 
and D0S-2-D0S from Central Coast 
Software! Using these simple and 
easy-to-use Amiga programs, you 
can now quickly and easily transfer 
the IVIac/IBM/Atari data and images 
you need to and from the Amiga. 
MAC-2-DOS connects a Mac 
floppy drive directly to the Amiga • 
Reads and writes 400K/800K Mac 
disks • Converts MacPaint images to/ 
from IFF • Imports Mac clip art for 
use on the Amiga • Converts ASCII 
text files both ways • Converts 
PostScript files both ways • Supports 
MacBinary format • Includes 



conversion utilities for PICT files and 
Mac fonts • Creates icons, as 
necessary • Formats 400K/800K Mac 
disks. 

D0S-2-D0S uses your Amiga's 
floppy drives to read/write IBM/Atari 
3.5-inch disks • Reads/writes 5.25- 
incfi IBM disks (using an external 
5.25-inch Amiga drive) • Converts 
ASCII text files both ways • Supports 
international character sets • 
Formats IBM/Atari disks • Use with 
IBM program HIJAAK (from Inset 
Systems, not included) to capture/ 
convert IBM graphic images to/from 
IFF 



MAC-2-DOS — when it 
absolutely, positively lias to get to 
or from a Mac disk, immediately. 

DOS-2-DOS — when it 
aljsoluteiy, positively has to get to 
or from an IBIVI PC (or Atari) disk, 
immediately. 



And to preserve your entire 
presentation, all supporting data and 
graphic files, as well as the programs: 

QUARTERBACK — the fastest 
and most reliable Amiga hard-disk 
backup program! 
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Central Coast Software 



424 Vista Avenue Golden, Colorado 80401 

(303) 526-1030 • (303) 526-0520 (fax) 

Desler Inquiries Welcome 
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(°"-^— ^ ) More Advice For AlOOO 

Upgrades 



Richard Taylor, President of Expansion Technologies Speaks Out. 



I want to thank ,\mazing Computing for the opportunit)' 
to respond to some of the points made by Mr. Saunders in his 
Xovember article "Learning the Hard Way, The fmstrations of 
upgrading your AlOOO" (Volume 4 Issue 11). 

It's unfortunate that one persons experience is presented 
as an article and the corrections or explanations are delegated 
to tlie editors page. The article left a very negative feeling for 
AlOOO owner wishing to expand tlieir computer. In a market- 
place that has largely abandoned Uie AlOOO we ha\'e anotlier 
unnecessary and largely undeserved nail in tlie coffin. 



As one of tlie original Amiga hardware manufac- 
turers we have been answering our customers AlOOO 
questions for a long time. We are still learning the 
variables of the AlOOO and yes it has at times been \'ery 
frustrating. Some of the rules are learned as we go 
along. The newer niles apply to the use of A2000 cards 
on the A500 and AlOOO bus. 



We all know that tlie AlOOO expansion bus was 
not created perfectly. It has specific limits and will not 
do everything for everyone. However, it does do some 
things very well if certain rules are followed. If the 
AlOOO user wishes to expand beyond those safe 
parameters it is suggested they evaluate moving up to an 
A2000 now and not later. 



The Tool Box for the AlOOO was created for those who 

may upgrade to an A2000 and want an economical and reliable 
way to add memory and a hard drive. If these Are A2000 
upward compatible products then tJiey do not have to repur- 
chase this capabilit)'. But the limits must be observed. 

In the case of Mr. Saunders there are many people in the 
field working with his specific combination of products. There 
are definite reasons why he was not as successful as oiliers and 
they are covered later. The troubles he experienced were very 
real and the lessons he imparted should not be overlooked. The 
point being made is many have successfully expanded their 
AlOOO with out it being a nightmare. With either a Tool Box or 
another manufacturers expansion product you should not be 
hesitant to try. But you must be careful and take the recom- 
mended precautions. 

In a non technical manner I would like to point out some 
of tlie precautions to be taken when expanding your AlOOO 
with A2000 cards. Then we will cover some of die troubles 
mentioned in the article. 

1. SOME A2000 CARDS WORK BETTER THAN OTHERS 
ON AN AlOOO. It has to do with tlie differences in tlie timing of 
the AlOOO bus as opposed to the A2000. The A500 bus is closer 
to the timing of the A2000 bus. Your chances of succe.ss are 
much higher almost to the point of it not being an issue. 
Whether a card works or not varies and sometimes depends on 
the tolerances of the machine. Because of this it is best to go 
with what works for most people in the field. Use only recom- 
mended cards that have proven themselves to work. Call us 
direcdy (415656-2890) or ask your dealer to for the latest 
information before you purcha.se your card. 

In defense of the manufaaurers whose cards do not 

work on the AlOOO it must be remembered tliat working on the 



A500/1000 bus was not an engineering requirement. The 
chances are a card cage like the Tool Box did not exist when 
they were defining the performance parameters of their product. 

2. GROUND AND UPGRADE THE PALS, The AlOOO bus 
will reliability accept two devices if you ground and upgrade ( if 
required) die PAL chips on the inside of the machine. An 
expansion product plugged into the 68000 socket, like the 
Insider memory board, is also considered a device on the bus. 
Many articles have been written on tliis jxoblem including some 
in diis magazine so I will not go into detail. The problem and 

solution are coN'cred 
— fully in die Tool Box 
manual. The PAL chips 
can be purchased from 
several sources includ- 
ing Expansion Tech- 
nologies. A reprint of 
the instructions is also 
available witliout charge 
by calling our office. 
Armed witli tliis infor- 
mation any sen'ice 
center and/or most 
customers can make the 
modifications. 



As one of the original Amiga 
hardware manufacturers we 
have been answering our cus- 
tomers AlOOO questions for a 
long time. We are still learning 
the variables of the AlOOO and 
yes it has at times been very 
frustrating 



3. KEEP YOUR AMIGA AS STANDARD AS POSSIBLE. I 
totally agree witii Phil tiiat trouble shooting a system with 
nonstandard expansion products is nearly impossible. If you 
experience any trouble remove all products and trj' and isolate 
the problem by using tlien one at a time. If tliey work individu- 
ally and not together it generally means the PAL/GROUND 
problem. Also le: the sales or service person know the combina- 
tion of products you ha\'e or wish to purchase. This is so they 
can evaluate the total system. 

Let's address Phil Saunders problems direcdy. 

1. His first problem was in using a GVI^ interface. This is 
a verj' excellent product but is one that will :iot work reliably 
on the A1CX)0, It was recommended that he use a FlashCard 
witli liis Quantum. 

2. The FLASHCARD/QUANTUM worked fine as long as 
he didn't tr>' and use ECickBench 1.3- This is because both the 
Flash Card and tlie KickBench were trying to load WorkBench. 
An "nonstandard" situation. 

3. He experienced the PAL/GROUND problems and 
unfortunately received bad replacement PALS causing a great 
deal of frustration. After replacing the PALS the article did not 
indicate that they were ever grounded. This would explain why 
he would only work widi one device on the bus. 

There are a lot of us who still own, and love our .\1000 
Amigas. If caution is taken they can be reliably expanded to 
increase tlieir life and usefulness, The problems tiiat Phil 
Saunders experienced are the exception and not the rule. 

Richard Taylor, President -Expansion Technologies 

-Amazing Computing believes that there fs always more than one 
side to any sio>y and AC will always be available to both skies of 
anissiie. WetbankMr. Taylor for his admceatid comments. -Ed 
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THE BEST FOR YOUR AMIGA^2000 




' with WORDSYNC™ 




Easy-to-lnstall, 
Autobooting Hard Card 
with WordSync'f'^ Interface 

WordSync Interface Kit 
also available separately 

Interface transfers 16 bits 
at once, giving DMA Speed 
Without DMA Problems 

Eliminates the sound, video, 
and serial I/O interruptions 
found with DMA iinterfaces 

1-siot design & SCSI-out port 

Easy On/Off Autoboot Jumper 

Compatible with Amiga 
Bridgeboard, RAM, 
digitizers, and other boards 

Includes SupraBoot & 
SupraTools — two full disks 
of utility software 

Up to 30 Partitions 

All available file systems 
supported: FFS, MS-DOS, 
Unix, Macintosh, etc. 

Access to low-level parameters 
without maintaining MountUst 

Excellent Technical Support 

Made in the U.S.A. 



„ Suprantun 

SupraMoHem 9t M % t % 




Half card modem fits in 
any Amiga bus slot 

Up to 5 modems per computer 

Works with all popular Amiga 
telecommunications software 

1 00% compatible with the 
industr/-standard "AT" 
command set 

Asynchronous 2400/1200/300 
baud operation 

Compatible with Bell 1 03/21 2A 
and CCITT V.21/V.22/V.22bis 

Autoanswer/Autodial 
(tone or pulse) 

Adjustable-volume speaker 

Nonvolatile memory stores 
custom modem configuration 
and one telephone number 

Includes free subscriptions 
to popular on-line services 

Made in the U.S.A. 



2400zi 



$179.95 




2, 4, 6, & 8MB configurations 
available 

Installs easily into any Amiga 
internal expansion slot 

Easy to expand from your 
initial configuration — 
Start with 2MB & add 
RAM at your convenience 

6MB configuration allows 
for maximum benefit 
with the Amiga 
Bridgeboard 

Lets you run larger and 
more sophisticated 
programs 

Allows creation of large 
and extremely fast 
RAM disks 

Test mode & test software 
make troubleshooting easy 

Made in the U.S.A. 





8MB RAM Board 0MB 


S199 


with 2MB Installed 


S449 


with 4MB Installed 


S649 


with 6MB Installed 


$849 


with 8MB Installed 


$1049 





30MB (40 ms.) $649 

40MB (11 ms. Quantum) $799 
80MB (1 1 ms. Quantum) $1099 
40MB SyQuest Removable$1199 
WordSync interface Kit $199»' 



AVAILABLE AT YOUR LOCAL DEALER, OR CALL: 




Supta corporation 

1 1 33 Commercial Way Albany, OR 97321 
Voice; 503-967-9075 Fax: 503-926-9370 



SupraDrive, WordSync, SupraModem 2400zi, and 
SupraRAM 2000 are trademarks of Supra Corporation. 
Amiga is a registered trademark of Commodore-Amiga, Inc. 



OIU)ERS: 1-800-727-8772 
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New Products and 
ether Neat Stuff 



CREATING QUITE A RACKET 

Ever wish you could go forehand to 
forehand against Ivan Lendl at the U.S. 
Open, or wiz a passing shot by Martina at 
WimlDledon? Well, it might be time for you 
to wake up and smell the Gatorade, as the 
chances of your encountering such tennis 
greats on tlie court are unlikeU'. Even if you 
did, your chances of suA'iving, say, a full- 
force Lendl sen'e are probably dismal at 




best. Of course, if you did get a bit of 
practice in, maybe a few matches — you 
know, sort of work up to that day of con- 
frontation — who knows? Pro Tennis Tour 
might be a good place to start. 

Produced by UBI Soft and distributed 
by Electronic Arts, Pro Tennis Tour is a 
tennis simulation that places you in the role 
of a professional tennis player seeded 64th 
in the worid. In order to impro\'e your 



A real 

racket: Pro 

Tennis 

Tour by 

Electronic 

Arts. 



Found in 

space: 

Distant Suns 

by Virtual 

Reality 

laboratories. 




by Elizabeth G. Fedorzyn 

ranking, you must participate against play- 
ers of varying ranks in such major tourna- 
ments as the Australian Open, the French 
Open, The U.S. Open, and Wimbledon. 

Although you don't get to become 
involved in lengthy bellicose exchanges 
with the judges or sign major endorsement 
contracts, you do get to watch your most 
impressive shots in 3-D instant replay, as 
well as practice your forehand, backhand 
and serves with six practice programs 
containing three levels of difficulty. And 
each tournament is played on the same 
surface as the real games (e.g., grass courts 
at Wimbledon). 

Pro Tennis Tour allows one player to 
compete against the computer or v^'o play- 
ers to compete against each other, The 
game spons sound effects as well as im- 
pressive graphics that include an on-screen 
scoring display, line judges who watch 
every move you make, and opponents who 
leap when you place a shot to tlieir upper 
body area — just like in real life! 

Pro Tennis Tour 

Electronic Arts 

1S2Q Gawueiy Drive 

San Miiteo. C.-i S>440-i 

(415)571-7171 

Price: S39.95 

Inquiry -227 

BILLIONS AND BILLIONS... 

How many heavenly bodies are there 
in tlie solor system? Well, as Steve Martin 
facetiously pointed out in Roxanne. we 
know it's more than fifty. Distant Suns 
might be able to give you a better idea. 

Designed by astrophysicist Mike 
Smithwick and originally released as Gali- 
leo, this Amiga astronomy program has un- 
dergone some impro\'ements and is now 
being produced and disuibuted as Distant 
Stms by Virtual Reality Laboratory, 

(contimied) 
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■ AmMXPO Pmsemts 
THE 1990 AMIGA ART CALENDAR 
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A Complete 1990 Calendar • 13 Pieces of Original Amiga Art 

Produced Exclusively On The Amiga 

I Each work 9" X 13" 'Suitable for Framing 

I ORDER NOW AND SAVE $5.00 

t The 1990 Amiga Art Calendar is only $14.95 

• ' Coupon Worth $5 Savings On Any AmiEXPO 

To place an order for your 1990 Amiga Art Calendar, either complete the included form and return So our offices or call us at 
1-800-32-AMlGA. To place a telephone order, you must have a valid Visa or MasterCard. Please allow 6-8 weeks for delivery. 



'RDER TODA 



s;n*^'«-r^;»fi5BTg3^'**<*%- 



.' Call S0f}*31i^W^^^f^mimwilrie Ihr 212-S67-466J) 
For Your All Amisa Art Calendar! 



r 



QYes, I want my 1990 Amiga Art Calendar 



Calendars @ $14.95 



Shipping &Handling 
Please add $2 per calendar 
TOTAL 



NAME 

COMPANY 
ADDRESS 

CITY 



STATE 



ZIP 



For MasterCard or VISA Puj'ment 

Expiralion Daie 

Account Number 



I iNe 



Make Clieck or Money Order Pa\ab!c to: 

AmiEXPO 211 E. 43rd St., Suite 301 

New York, NY 10017 



Name as it appears on card: 
Signature 



AmiEXPO™ is a registered trademark of AmiEXPO, Inc. © 1989 AmiEXPO, Inc. 
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Distant Suns Features realistic color 
witii fult-screen slc^' \'iewing option, 2,200 
stars, expandable to 9100, and 450 deep 
sky objects — all in an astronomically 
correct sky representation. The program 
lets you view tlie sky from any place on 
Earth at any time from 8,000 B.C. to 12,000 
A.D. Why, if Carl Sagan had had access to 
Distant Suns, he probably could have 
dragged out his celebrity status a few more 
light years. 

Distant Suns will ju.st make it on 5 1 2K 
memory. Expanded memory is strongly 
suggested. The package includes a 100- 
page Users Manual to help you steer 
through space. Users of die original Galileo 
program may upgrade to Distant Suns by 
contacting Mr. SmitlTOickac25215LaLoma 
Drive, Los Altos Hills, CA 9^022. 



Distant Suns 

Virtual Reality Laboratories, Inc. 

2341 Ganador Court 

San Luis Obispo, CA 93401 

(805)545-8515 

Price: $69.95 

Inquiry *228 

CRIME THAT PA YS 

Meet Keef Keef steals. Keef sells sto- 
len goods. Keef is never without his lock- 
pick. OK, so maybe he's not Ward and 
June's Dream ChUd, but he may just be the 
next Teenage God-King. 

Designed by Naughty Dog, Inc. and 
released be Electronic Arts, Keef the Thief 
is a role-playing game that puts you in the 
mindset of Keef, a juvenile delinquant who 
has been banished from his hometown to 
the Tri-City Area, a vile jungle teeming widi 




A boy 
and his 
lockpick: 
Keef the 

Thief 

from 
Electronic 

Arts. 




A day at 

the track: 

OMNI- 

PLAY 

Horse 

Racing 

from 

SportTime 

Sofhvare. 



slithering creatures and not man>' good 
restaurants. As Keef, it is your goal to 
become absolute ruler of everything and 
everyone. This is no small task, considering 
the nasty conditions under which you must 
now survive and die fact that an evil 
magician is hard at work tr\'ing to create the 
magic necessary to control the continent. 

But you are not witliout your own 
advantages. As Keef, you have no problem 
witli the idea of breaking and entering, or 
stealing supplies, of trj'ing to sell stolen 
goods — in effect, no morals to hinder you 
from realizing your goal. (Look out Maury 
Povich!) 

The game features over 200 species 
of nasty monsters, more dian 50 color 
screen illustrations, 25 complete levels of 
dungeon, and three complete cities to loot 
to your delinquant heart's content — not to 
mention a quite humorous, refreshing ap- 
proach to text-adventure authoring. 

Keef the Thief requires a minimum 
51 2K memory, and can be controlled using 
eitlicr die keyboard or die mouse, Keef in- 
corporates an icon-based interface, and al- 
lows a Save Game option to allow you to 
maintain your current level of debauchery. 

Keefrbe nief 

Electronic Arts 

1820 Gateway Drive 

San Mateo, CA 94404 

(415)571-7171 

Price: $49.95 

Inquiry *229 

GOING TO GREAT LENGTHS 

PsstI Disco Dancer in the fifth! That's 
tlie only tip I'm gonna give you. For any 
more, you'll have to head down to the 
track, or in this case tracks. From the folks 
who brought you expandable basketball 
comes a new expandable liorse-racing pro- 
gram. 

New from SportTime Computer Soft- 
ware, OMNI-PLAY Horse Racing lets up 
to four players bet against each otlier and 
up to 19 computer opponents on 128 
different horses. If you're the more re- 
served typ)e, bet on the projected favorites 
to Win, Place, or Show. But if you're from 
die Oscar Madison school of pony picking, 
you might want to be a bit more adventure- 
some and go for the long shots. 

(continued) 
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Pictures Speak Louder 
Than Words... 




IWBV Juc'i FimCoevairr W. 



«iyiiv kie'i ¥'ntC^xnpu,rf»>c. 



PIC-MAGIC 

Professional Clip Art Series 
Package One 



TM 



$99.95 



PACKAGE ONE: General Images. 



US DOLLARS 
(rNCLUDINCi SHIPPING VIA UPS!) 



TEN DISK SET* COMPLIMENTARY FAN-FD.E™ 

* 220 Page Manual (Full Printouts of every hnage) * 

IFF FO.E FORMAT. (Over Screen Sized Bit-Maps) 

Over 250 Images from Food to Sports to Cars! 



CALL ABOUT AND LOOK FOR: 

*** PACKAGE TWO (Release: JAN 1990) 

***** POSTSCRrPT" (Vector Graphic) VERSIONS 

******* PACKAGE ONE SINGLE DISK SAMPLERS 



To ORDER or for INFO (In USA) Call: 

1 -800-387-8967 



P.O. Box 579, Station 

Toronto, Ontario 

MSN 2Z6 Canada 

Tel (416) 322-6119 

Fax (416)489-1620 




This Ad was created in PageStream", on an AMIGA 

2500 (512k Chip, 2.S Meg. Fast Ram). It was printed on 

an HP DESKJET In 300 DPI mode using PageStrGarr"" 

Fonts Disks and only Pic-Magic"" Clip Art. 




JOE'S FIRST COMPANY INC 
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Adventures Through Time— 




f\/lail-0-Dex 


Vol. 1: The Scavenger Hunt 




KarmoSoft 


Aurum Software 


Daily Double Horse Racing 


P.O. Box 1034 


P.O. Box 5392 


Artwork Software Company, Inc. 


Golden, CO 80402 


Ventura, CA 93003 


1844 Penfield Road 


(303)277-1241 


(805)659-3570 


Penfield, NY 14526 


Price: $49,95 


Price: $49,95 


(716)385-6120 


Inquiry #239 


Inquiry #233 


Price: 329.95 






Inquiry #236 


Quarterback 


Bride of the Robot 




Central Coast Software 


Free Spirit Software 


Dr. Doom's Revenge 


424 Vista Avenue 


P.O, Box 128, 58 Noble Street 


MicroProse 


Golden, CO 80401 


Kutztown, PA 19530 


180 La kef ront Drive 


(303)526-1030 


(215)683-5609 


Hunt Volley, MD 21030 


Price: 369.95 


Price: 339,95 


(301)771-1151 


Inquiry #240 


Inquiry #234 


Price; $39,95 






Inquiry #237 


Tank Attack 


Colossus Chess X 




Artworx Software Company, Inc, 


Artworx Software Company, Inc, 


Joan of Arc: Siege and the Sword 


1844 Penfield Road 


1 844 Penfield Road 


Broderbund Software, Inc, 


Penfield, NY 14526 


Penfield, NY 14526 


1 7 Paul Drive 


(716)385-6120 


(716)385-6120 


San Raphael, CA 94903-2101 


Price: $29.95 


Price: S34.95 


(800)521-6263 


Inquiry #241 


Inquiry #235 


Price: $44.95 
Inquiry #238 





Whatever approach you choose, you 
will have the opportunity to be well-pre- 
pared. Statistics available include tlie past 
ten race results on all 128 horses at each 
track, die Morning-line Odds, payoff dis- 
plays, and post position histories. You also 
have access to complete [ockey profiles. 
And leave Randy Newman behind, be- 
cause jockeys have their own personalities 
and mood swings. There are also a variety 
of track conditions including dirt, grass, 
and mud. 

Of course, should you tire of playing 
the same ponies or playing the role of the 
hapless gambler, you can pick up one of 
SportTime's expansion modules like Track 
2 (a new park with 128 new horses, each 
with their own individual skills), or .Stable 
Owners (own and operate your own 
stable, selecting your horses and jockeys). 

OMNI-PLAY Horse Racing features 
digitized sounds, and high-resolution 
graphics diat include dual scrolling back- 
ground and track. The package requires a 



minimum 512K memor\'- and consists of a 
two-disk set (Track 1 and the Handicappers 
Module 1.0). Future option modules in- 
clude jockey Competition, Fantasy Betting, 
and Prediction i\nalysis. 

OMNI-PLA Y Horse Racing 

SportTime Computer Software 

Distributed byBrocierbiind Software, Inc. 

17 Paul Drive 

San Raphael, CA 94903-2101 

(800)521-6263 

Price: S49.95 

Inquiry ^ 230 

BIG TIME 

Well, if your Amiga has appeared a 
little aloof as of late, be patient. Y'ou know 
how celebrities can be. First the commer- 
cials, tiien the sbc-page spreads in major 
publications, and nowdiis. Yes, the .■Vmiga 
is now the star of its own show. The Amiga 
Video Ma^azinehcgzn airing in November 
in the New York City area. 



The half-hour program supports a 
magazine format and is de^^oted solely to 
tlie Amiga and its hardware, software, and 
their applications. 

The ^\jniga Video Magazine concen- 
trates on what the Amiga is acliie\'ing in the 
real world (aarrgh! not diat!), traveling to 
places like prociuction houses and record- 
ing saidios where the Amiga is being 
employed in professional capacities. Eadi 
week, the show features different segments 
ranging from beginners pieces to advanced 
users segments. The program also devotes 
time to users groups. 

Viewei's in the New York Cit^' area 
can tune into Ihe Amiga Video Magazine 
Mondays at 6:30 p.m. on Channel 23/J 
cable. The program will soon become 
available nationwide on the Arts and Enter- 
tainment network. 

For additional information, contact: 

MarkMontellese, Producer 

(212) 724-0288 

(continued) 
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.At last, a scanner 
with an artist's toucti. 




With the Migraph Hand Scanner and 
Touch-Up'" you can now produce profes- 
sional-quality higli-resolution scanned 
graphics from start to finish— without 
changing programs. 

This unbeatable hardware-software team 
lets you scan, edit, and enhance images 
until they're exactly right for all your 
desktop publishing projects. 

Start with quality hardware. 

The Hand Scanner has all the 
features you need: A scanning 
window over 4" wide. Four 
scanning resolutions— 
100,200, true 300, 
and true 400 dots 
per inch. Adjustable 
contrast. Three dither 
settings for scanning photo 
graphs. Plus a special setting for line art. 



You can build your own library of images 
from logos, photographs, books, and 
illustrations. And that's just for starters. 

Finish with software that won't quit. 

With Touch-Up, f^igraph's complete 
design tool for fiigh-resolution mono- 
chrome images, you can put the finishing 
touches on every image you scan. Its 
powerful editing functions include standard 
commands plus extras like rotate by 
degree, slant, stretch, outline, and 
bolding.Acomplete paint program. 
A fufi array of drawing tools. 
Not to mention special 
effects and scalable 
outline fonts. When 
your images are 
pixel-perfect, you 
can import them 
into your 




favorite Amiga publishing programs like 
Professional Page"' and Page Stream"'^ 
A variety of load/save formats also lets you 
use images on the PC. Mac, and ST 

Last but not least: The fvligraph Hand 
Scanner and Touch-Up are easy to learn 
and easy to use. 

See you dealer today for more details or 
call fvligraph toll-free. 

The Migraph Hand Scanner and 
Touch-Up. Powerful tools for profes- 
sional publishing. 

ForAmgaSOO. 1000an)2000s)Steins«>iM1MBmewy.Ahanf!Jsl<e 
reaxTimefided 






Migraph. Inc. 200 S. 333rd:, Suite 220 Federal Way. WA 98003^ (800) 223-3729 ( 1 10 5 PST) (206) 838-4677 

1 Ccpyngh; iSifiS Mtgraph, Inc. The Vi^-spti logo arKiTo.'.;Ci-Up s'e tradenarVs of M g-asr. i-c A or;' c^zq.t^ ^^-ii re ■'23s'T;a'''5 of T^-" 'Spectr^e ajn-paiea 
Circle 138 on Reader Service card. 



The Krueger Company 
can provide a wide 
variety of MEMORY, 
MICROPROCESSOR, 
and SUPPORT CHIPS. 



ALL KRUEGER PARTS 

carry an unconditional 30 day 
guarantee. The minimum 
purchase is S50.C)0. 

Call Myron Lieberman at 
(800)245-2235 or FAX 
(602)820-1707. Mention 
AMAZING COMPUTING. 



TOM? 



ANOTHER TIP 
FROM DR. CHIP 




8 MHZ 68010 S 1.00 

12 MHZ 68020 $30.00 

16 MHZ 68030 $40.00 

5 MHZ 8088 S 1.00 

8 MHZ 8086 S 1.50 

8 MHZ 80286 $10.00 

DP8464BV3 PLCC S 1.00 

ASK ABOUT Z80s AT GREAT PRICES 



The Krueger Company YYYVYYW (800)245-2235 



circle 118 on Reader Service card. 



ST£ELPAWS 

Well, if you've noticed any long lines 
streaming out of your local Ticketron 
dealer, it's probably folks lining up to 
witness the Performance of the year. No, 
it's not some monumental rock band kick- 
ing into gear for a North American tour. 
This Performance comes from Pregnant 
Badger Music. 

Performance is a new database pro- 
gram that allows MIDI musicians to incor- 
porate existing patch files and sequences 
into live situations. Performance is de- 
signed to allow the performing musician to 
keep track of MIDI information including 
Syntli Presets, I'atch Bank.s, and Se- 
quences. Performance also works by send- 
ing MIDI information to your instruments, 
thus automating your MIDI setup. 

Performance features a built-in set 
editor, as well as a built-in sequence player 
that plays Standard MIDI Files. The pro- 
gram includes a user-configurable data- 
base, the complexity of which is limited 
only by the amount of available memor)'. 
Performance supports interlace and non- 
interlace screen modes, and a large font 
legible from up to 30 feet away. 



The Pregnant Badger program mns 
on any Amiga and requires 1 M memoty, 
AmigaDOS 1.2 or higher, and a MIDI Inter- 
face. The Performance package includes 
one program disk and a 95 -page manual. 

PofonJiance 

Pregnant Badger Music 

10010 Biscanewoocls Way 

Sacramento, CA 95821 

(916)361-8217 

Price: $165.00 

Inquiry ^231 

THE NEW AND IMPROVED 

From West Chester comes news of 
new products, prices, and PR. Commodore 
has introduced the Amiga 2500/30 into die 
Amiga computer family. The latest Amiga 
features a 68030 processor and a 68SS2 
math coprocessor, as well as two bridge- 
boards that allow A25O0/30 users to run 
both MS-DOS hardware and software. 
According to Commodore Director of 
Business Markets Da\-id Archambault, 
Commodore developed die A2500/30 to 
"meet the demands of [their] customers and 
the increasingly sophisticated applications 



being produced iiy Amiga de\'elopers." 

Suggested retail price for die A2500/ 
30 is S4,699. Owners of the 2000-line 
Amigas can upgrade by purchasing the 
A2630, a newly available 68030-based 
accelerator board. The si.iggested retail 
price for die A2630 is S2,195. 

In addition to the A2630, Commo- 
dore announced die availabilit)' of several 
oihernew Amiga peripherals, including the 
A2091 , an autobooiing hard disk controller 
and memory expansion board, and die 
2091-40, an autobooiing 40MB SCSI hard 
disk and controller. Also new is die A2232, 
a multi-serial port card which provides 
users with seven additional RS232 ports, 
each capable of operating independently 
or simultaneously, providing speeds of up 
to 19.2 KBaud. The A2091 and A2091-40 
retail for S399 and $899, respectively. The 
A2232 carries a retail price tag of S399- 

But before you .start rolling your 
pennies for tliat A2500/30 or A2630, you 
should be aware that Commodore also 
announced price breaks on some of liieir 
2000-line products. The A2000, which for- 
merly retailed for S2,195, will now retail for 
SI ,899. The retail price of the A2000[iD has 
dropped from .S2,999 to $2,699. The A250O/ 
20 is down to S3,999 from $4,699 retail. And 
die A2620 card, which formerly retailed for 
SI, 995, will now go for SI,494. 

In other Commodore news, Commo- 
dore has formed a multimedia marketing 
group to be headed b>' former Disney 
producer Ken Christie. With ten years of 
marketing and creative experience in the 
vicleo production and interacti\-e \'ideo 
industries, this fellow is — pardon the ex- 
pression — no Mickey Mouse. As pan of an 
effort to enliance Commodore's position in 
the multimedia industry, Cliristie will re- 
poaedly be responsible for the manage- 
ment and integration of Amiga marketing 
programs in desktop and professional 
video, interactive video, and professional 
music. 

Commodore Business Machines, Inc. 

1200 Wilson Drive 

West Chester, PA 19380 

(215) 431-9100 

Inquiry -232 
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• Star Command 

• Super Hang-On 
•RoboCop 
•Bad Dudes 



by X. Bradley Atidrews 



STAR COMMAND 

First, on tlie list this month is Star 
Command, a game recently ported to tlie 
Amiga for Strategic Simuiations by An- 
dromeda Software. The game takes place 
in the far future in a remote corner of the 
galaxy. The earth was destroyed long ago 
by a hostile alien race, but humanity is still 
a force to be reckoned with. Humans are 
concentrated in a section of space known 
as die triangle, an area of space inside the 
protective border of the diree main defen- 
sive starports. The immediate area around 
the triangle is divided into roughly two 
camps. The Alpha Frontier was an exten- 
sive mining area but has become infested 
with pirates. The Beta Frontier is occupied 
by a race of hosdle intelligent insects. 
Beyond these are many other races, but 
only a robotic race is known to have the 
same level of technology'. Fortunately, diey 
never venture into the triangle itself 

You must handpick the eight team 
members you will direct on missions 
throughout tlie galaxy. Characters are 
rolled randomly and can specialize in one 
of four different fields: Marine, Soldier, 
Pilot, or Esper. The first two are variances 
of grunt soldiers and will do most of the 
combat. Pilots fly the spacecraft and jump- 
ships that take your squad from planet to 
planet. The fmal 
category, Esper, 
is only open to 
those who are 
highly skilled in 
mental force pro- 
jection. 

Each raw 
recruit must first 
complete eight 
years of basic 
training before 
becoming eli- 
gible for squad 
membership. 



Star 
Command: 

role 

playing in 

a remote 

comer of 

the 
galaxy. 



Super 
Hang-On 
puts you 
in control 
of one of 

the 
fastest 
cycles in 

the 
world. 



You control die 
assignment 
choices for each 
of these years. 
Assignments will 
increase skill lev- 
els in the appro- 
priate area, in- 
crease a charac- 
ter's own statis- 
tics (e.g., make 
him quicker), or 
advance him on 
to tlie next rank. 
Ranks are impor- 
tant, since they 
determine the 

amount of pay a character receives for per- 
forming duties. While diere is a random 
chance of gaining a rank during any assign- 
ment, only Officer School guarantees one 
rank of advancement (though it does noth- 
ing else). The chosen category is not al- 
ways available and sometime.s a character 
is assigned to a category other dian the one 
chosen. Generally it is not too bad, but if 
the alternate assignment is a desk job, that 
year has just been wasted. The game en- 
courages you to spread this training out a 
bit since no skill level can be increased 
more than three times. 



6XM5g|> SiSEi 





After tlie squad is created, it must 
carry out the missions assigned to it by 
headquarters. While missions do varj' 
somewhat from game to game, a general 
pattern is follo'w'ed and each must be 
completed before the next is assigned. 
Missions begin simple but grow increas- 
ingly difficult until the final climactic mis- 
sion which — you guessed it — involves 
saving humanity. 

Combat is the main focus of die 
game. Both space and ground battles will 
occupy most of your time. Each involves a 
partially simultaneous move-and-fire se- 
quence. Depending on the speed of tlie 
men and the ships fighting, each side will 
get up to SLX phases to move, which will be 
followed by a combat segment. Immedi- 
ately prior to combat, you must select the 
opponents for each of your squad mem- 
bers. Then die computerwill play out each 
of the actions in order, once again based 
on the speed of the combatants. It is pos- 
sible to disengage from most combats by 
either moving out of range of all oppo- 
nents in the case of ship-to-ship combat, 
or leaving via an exit during a man-to-man 
encounter. Some actions, such as board- 
ing enemy ships, do not allow for leaving, 



so it is a fight to the deadi. 



(continued) 
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If the game sounds interesting so far, 
don't get your hopes up too high. SSI has 
yet to learn how to do a truly good Amiga 
port. The graphics, sound, and user inter- 
face are far below par. The graphics look 
almost like a straight copy from IBM EGA 
graphics and come nowhere near the rich- 
ness possible on the Amiga. 



out, and it is apparent diat graphical rich- 
ness was not even considered during de- 
velopment. Sound is adequate and on die 
same level as die graphics, and that isn't 
saying much. 

In case you haven't realized, I am 
extremely annoyed with many aspects of 
die game. Why not just dump it and write 




RoboCop: 

serving and 

protecting 

the citizens 

of the 

future. 



The interface is very character-ori- 
ented; I never had die need, or ability, to 
use the mouse in the program. Though it 
remains \isible die entire time, I often had 
to "hide" the cursor in the bottoni left 
comer so it would not obstruct my view of 
the screen. The game incorporates exten- 
sive use of menus, but not die kind Ami- 
gans are familar with. They are common on 
IBM programs for users witliout a mouse or 
odier pointing device. Typing the appro- 
priate letter for an option either performs 
that action or takes you to a submenu widi 
further options. 

I guess this would not ha\'e been so 
bad if the menus had been consistent, but 
they are not. In one place, selecting •'G" 
may change tlie time delay for message dis- 
play; in another, selecting "T" may do this; 
still in a third instance, "C" may be die 
proper key to press. The system was not 
well thought out. 

My odier main gripe about the inter- 
face is its slowness when changing from 
mode to mode, such as initiating combat or 
entering a starport, and die difficulty of 
getting even simple information, such as 
detailed squad statistics. It can be ver>' 
difficult to be sure eveiyone is armed 
property, or to find exactly v^'ho has die 
flamedirower. 

The graphics have a bland look about 
diem. While appropriate for much of die 
information, boring text is used through- 



about something else? Believe me, I almost 
did. I became extremely frustrated at die 
start and almost quit. But I persevered and 
after many hours of play, I witnessed 
gleanings of a reasonable game system 
underneath. 

It is ftjn to buOd up a squad from 
lowly Privates to Grand Admirals during 
the game (diough I never got Uiat far). The 
missions, while often somewhat silly, do tie 
die game togedier. There just isn't that 
much out there for those who like "role- 
playing" games and don't want to play 
another D&D. So i kept coming back to die 
game until I finally finished tlie first main 
mission, finding and defeating the pirate 
Blackbeard. I was tempted to waste even 
more of my weekend, until I sat back and 




x^^^qfCjf 




asked whether the game was really worth 
it. I decided I had played enough to ^-r'ae 
about the game and put it away ]3erm;i- 
nendy. ! just wish someone would come 
out with a good game with a similar theme. 
It would be wonderful if SSI would rewrite 
the game to make it more playable and 
enjoyable, but I will not hold my Isreaih 
waiting. Perhaps 1 will have the opportu- 
nity to work on a space game of my 01.1. ii 
shortly... 

In closing, let me say that I can only 
recommend Star Command for those who 
are literally starved for a space role-playing 
game. If you have the abilit\' to ignore the 
poor graphics and the patience to work 
through the painful interface, you may ac- 
tually enjoy die game. But othenvise, I 
would steer clear. 

Next this month are three new arcade 
game translations from Data East. Each is 
an adaptation of an arcade favorite. 

SUPER HANG-ON 

Super Hang-On is a motorcycle rac- 
ing game that puts you in control of one of 
the fastest q'cles in the worid. Only your 
skill and reflexes will allow you to win die 
ultimate race. The race is split into four 
racing segments of differing difficulty lev- 
els. Africa is the easiest, widi only six 
checkpoints required for the entire race. 
The European race is the most difficidt and 
has eighteen checkpoints to pass through. 
As with most games of this genre, you 
begin widi a fixed amount of time at the 
start and gain additional dme bonuses for 
successfully crossing each checkpoint. If 
time nins out before you cross the finish 
line, die game is o\-er. 

Many other racers crowd the Li'ack 

and must be carefully avoided. Even 

slightly bumping them will drastically slow 

(continued on page 22) 



BadDttdes: 

Fighting your 

ivay tljrough 

Ninja-infested 

seivers in 

search of 

bigij-ranking 

officials. 
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Enjoy Your Favorite 
Magazine Even More. 




Order AG's Disks 

and save yourself 

hours of typing. 



AC'S Disks include source code, executable, and IFF pictures, when available, for ail 
articles that are printed in Amazing Computing. 



AC Disk #7 

This disk contains die source and executable code relating to articles in AC V4.ll & AC V4.12 



Arexx PartH: Inofrmation on how to set up yotir own AKexx programs witli examples. Author:Steve Gilmor. 

Leggo My LOGO: A Logo program tliat generates a Christmas tree with decorations, Author: Mike MorrLson. 

Trees and Recursion: An introduction to binary trees and how to use recursion. Written in C. Author: Forest 
Amold. 

C Notes V4.12: A look at two data compressing techniques in C. Author: Stephen Kemp. 

Animation? BASICally: Using cell animation with .\migaBASIC. Author: Mike Morrison 

Menu Builder: A utility to help build menus in your own programs. Wi-itten in C. Author: Tony Preston. 

Ehial Demo: How to use dual playfields to make your own arcade games, Written in C. Author: Thomas Eshelman. 

Scanning the Screen: Part four in the fractals series. This article covers drawing to the screen. In AmigaBjVSIC and 
TrueBasic, Author; Paul Castonguay. 

C Notes V5.1: Reairsive functions in C. Author: Stephen Kemp. 



For a complete listing of AC disks, seepage 106. 
Only $6.00 per disk ($7.00 for Non-Scubscribers). 
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WORK, WORK, WORK! 

or: There's No Business Like The Video Business 



by Barry Solomon 
Video Editor 



I know a lot of you Amigans out there 
have a secret yearning. Some of you have 
had your .\migas a few days; some a fev,' 
weeks; some a few months or years. Some 
of you haven't even bought your Amigas 
yet. But you alJ liave one tiling in common: 
you want to be in the video business! 

If this is your secret yearning, I have 
some tips for you. Whether you are a 
complete novice or an accomplished 
Amiga artist or animator, if you want this to 
be more than a hobby, if you really want to 
make it big in the \-ideo biz: THINK OF IT 
AS A BUSINESS! 

Tills may sound a little too simplistic, 
but it isn't as dumb as it sounds. Evcrj' year 
thousands of hobbyists try' to turn their 
hobbies into businesses. The majority of 
them fail miserably. The statistics on new 
business failures are scary. Usually these 
entrepreneurs fail not so much because 
they are bad businesspeople, but because 
they just can'i diink of their hobby as a 
business. 

Businesses usually require a great 
deal of thought, planning, and patience. 
Not to mention money, a little daring, and 
some luck. The Desktop Video business is 
no exception. You may know everything 
there is to to know about producing incred- 
ible videos, and you may have equipment 
diat would make any TV station salivate, 
but can you run a business? Have you ever 
been in business? Wliat do you know about 
running your own business? 



If your knowledge of business is 
rust>' or nonexistent, I refer you to your 
local liiirary or bookstore. There are any 
numljcr of excellent books on the market 
dealing with starting and running your own 
business. *VJso most local communit)' or 
junior colleges have courses on this topic. 



Every year 

thousands of 

hobbyists try to 

turn their 

hobbies into 

businesses. The 

majority of 

themfail 

miserably. Tloe 

statistics on new 

business failures 

are scary. 
J 



To begin with, you need a business 
plan. A good business plan will not only 
contain lots of numbers (expenses, invest- 
ments, projected income, etc.), but also 
answers to the following questions: 



l.Whatserviceswillyou offer? 

Exacdy what is it you are proposing 
to do? Will you be doing graphics for otlier 
\ideo companies, or will you be producing 
your own complete \'ideos? Will you be 
doing weddings or industrial \ideos or 
commercials for broadcast T\? 

2. To whom will you offer your 
services? 

Who exactly will be your clients? 
Friends? Neighbors? Corporations? School 
systems? Ad agencies? 

3. Is there a real market for these serv- 
ices in your area? 

Once you've decided what you -want 
to do and for v.'honi you want to do it, you 
must askyourself if tliere is anyone like this 
in your area who really wants and needs 
this service. ."Vnd will they be \\'illing to pay 
for it? 

4. How will you sell/advertise/market 
these services? 

How will \-Qu make [hesc people 
aware chat you are in this business? How 
will you make them choose you over the 
competition? 

5. Do you have any competition? 

Are there already people (competi- 
tors) in your area offering these sen^ices? If 
there are it doesn't mean that you can't also 
be successful, but you now ha\e to exam- 
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ine a number of other questions. Wlio are 
these competitors? Wliat exactly do they 
do? How ■w'ell-known are the)'? How good 
are they? What do they charge? Can you 
compete in terms of quality'? In terms of 
price? Is there enough potential business 
for all of you? 

Anyway, you probably get die pic- 
ture. You can find lots of information on 
developing a business plan at your local 
library. Better yet, check with your local 
Chamber of Commerce, Businessperson's 
Association, SCORE (Service Core of Re- 
tired Executi\-es), or even the Small Busi- 
ness Administration office. They can often 
give you the information you need along 
with key advice. 

Don't be surprised, however, if you 
find that none of tliese people ha\'e ever 
heard of Desktop Video! It will probably be 
up to you to explain this to them and to dig 
out the generic business information from 
what they gi\'e you. /\Jso, do not be too 
surprised if they do everything diey can to 
talk you oist of it: if this is a business they 
have never heard of, they will almost cer- 
tainly be afraid of it. 

Don't forget, also, that your area will 
gready affect your business plans. If you 
live in New York City or Los Angeles you 
already have lots of competition! Don't 
expect to make it big diere iinless you have 
oodles of money, considerable talent, or 
some other factor which will make you 
stand out in die crowd. You may have to 
market your services outside of your 
immediate area in order to compete at ail. 
if you live in a very small town, you may 
fmd that there is just no market in your area 
for what you'd like to do. Here again you 
may have to pitch your ser^'ices outside 
your region to sun'ive. 

If you're already in the video busi- 
ness and just want to begin adding com- 
puter graphics, titling or animation, life will 
be a litde easier. If you're starting from 
scratch and you do not kno?.' computers or 
video, life will be a lot tougher. 

For those of you v,-ho are doing neat 
things widi your Amigas but ha\'e not yet 
tried to get into video, I have a BIG tip for 
you (no thanks necessary, just send cash). 

Before you start buying cameras, 
VCR's etc . , and try to learn how to use them, 
think about this: How about providing 



diose incredible computer graphics you're 
doing for someone who's already 
established and successful in tlie video 
business?! 

Look up video services in your local 
Yellow Pages. Check widi your local cable 
station. Call your Unde Fred's neighbor 
who videotapes weddings. If you can hook 
up with one or more people already in the 
\ideo biz, you may find yourself a steady 
stream of work! 

The advantages to this approach are 
immense. You may need to do little or no 
marketing of your services bej'ond your 
initial contacts. You may also have saved 
yourself hundreds or thousands of dollars 
in\'estinent in equipment! Most of diese 
people will eitlier have or have access to 



Whether you are a 

complete novice or 

an accomplished 

Amiga artist or 

ani?nator; if you 

want this to be more 

than a hobby; if you 

really want to make 

it big in the video 

biz THINK OF IT 

AS A BUSINESS! 



editing equipment which can be used to 
combine your graphics with their video. 
Often diey will come to you with portable 
equipment to record your output. Once 
they have your Amiga output on tape they 
can use it as they wish. You are finished, 
paid (hopefully), and on to the next project! 
All you really need for this, besides your 
Amiga and software, is a genlock or en- 
coder! This way you have spent minimal 
time with a minimal investment. The re- 
wards can be very nice. 

If you really want to do the video part 
yourself and you are starting from scratch, 



you have a lot to learn. Answering those 
questions in your business plan completely 
and honestly v.'ill help you determine 
exacdy what equipment you'll need. Re- 
search tliat equipment thoroughly before 
you spend a penny. Take your time. Noth- 
ing is more frustrating (or more expensive) 
than buying the wrong equipment. Espe- 
cially when you discover die fact three or 
four months down the road in the middle 
of a project! 

Be prepared to put some serious time 
and effort into learning about video. JVIany 
local community' colleges now offer video 
classes. Or check with your local cable 
company. Many of them offer basic video 
instruction as pan of dieir public access 
programs. Just having taped your friends 
and/or relatives at a party does not qualify 
you as a videographer (yes, that's the term). 

Watch a lot of TV. (Finally, the excuse 
you've been waiting for!) Make notes about 
or tape the professional graphics that you 
admire. Study them to see what die pros are 
doing. Get ahold of the videotape or vide- 
odisc called "The Dream Machine" to see 
tile current state of the art in computer 
graphics. If you haven't seen this before, 
and you're really into computer graphics, 
be prepared to do some serious drooling. 
Even if fancy 3D ray-traced graphics are not 
what you're planning on doing, it's still 
important to know what can be done. You 
should never be ignorant of what the 
current state-of-the-art is in your own field, 
even if your own work will be at a much 
less complicated level. 

Finally, you must understand going 
in that if you're verj- proficient at what you 
do, have a lot of luck and work ver>' hard, 
you may be able to do OK. However, you 'II 
ne\^er make it big in the video biz without 
a lot of talent and imagination! 

This month in my Video Schmideo 
mailbag I received a letter from Kenya 
Pittman of Philadelphia. Kenya wrote 
regarding my first article (AC V4.9). Appar- 
entiy, my obsession widi desktop video 
sounded familiar and Kenya, having a 
similar drive, wants to know what equip- 
ment to purchase. Specific questions in- 
cluded: "Should 1 buy a 500 or a 2Q00r\ 
"What type of genlock?'', "How much 
memory?", etc., etc. 

Well Kenya, I'll do what I c;m. First of 
all, even without knowing exacdy \\'hat 
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Orders Orify T-3D0-73B-AiVII6iA 

H yi - P.O. Box 21 04, La Mesa, CA 92044 

I C PO I VI I Q u Customer Service 1 -61 9-670-31 61 



Discount Hardware & Software 



24 Hour FAX 1-619-670-9732 
BBS 1-619-670-1095 



WO CHAT^Ce FOR VISA & ^ASTEBCAKP 



Hardware 



ASDG ScanLab 

Amax Mac Emulator 

Boint: Mouse 

California Access 880 

Digi-View Gold 

Dual Serial Port Board 

Expansion Tech Toolbox (5fX)/]000) 

GVPA3001 w/68030/68«82/4mb RAM 

Kroiios Hard Disk Controller 

Mugni 4(K)4 Genlock w/Controller 

MicroBoiics Hardframc DMA 

Panasonic WV-1410 Camera w/Lens 

Scanlock Genlock 

SupraDrive 500 30mee Hard Disk 

SupraRam 500 (512k. Clock/Cal) 

SupraMoilem 2400 External 

SupraModcm 2400zi Iniemal 



Software 




S815 


DataSionm 


S26 


S128 


Deluxe Paint III 


SI 05 


$99 


Dig i -Paint ? 


S65 


$133 


F-16 Falcon 


S32 


$135 


HiSofi Basic 


SI 07 


S2II 


Lattice C 5.02 


SI 90 


S2!5 


Lord.s.-Risinc Sun 


S33 


S2.500 


Music X 


SI 75 


S211 


PaEcStrcam 


S129 


SI. 685 


Pen Pal 


S8S 


S250 


Populous 


S35 


S234 


Professional Page \3 


S175 


S872 


Sculpt/Animate 4D 


S386 


S614 


Superback 


S5S 


S99 


Superbase Professional 


S225 


S119 


The Works 1 Plaiinuni 


SI 75 


5126 


World Atlas 


S39 



Toll Free Ordering 

Free Catalog 

Same Day Shipping 

FAX Ordering 

Credit Cards Not Chanced 
Until We Ship 

We Carry Over 1300 Titles 

Circle 182 on Reader Service card. y 



At Mn:roMis.iour cusmnjcr and Ihcir Amiga arc NumlK-r One- Wc csfry over 1,^00 .Amicii producl'-. WAY HMvmary ici list here, distaumed up lo 3.^'> off reljill Oefecme ilems rcpjired or tfpl.iced 
wiltiir HI d3v* pf dcisvtrt. .\on derecN subicci lo2Q';^ r^itocking Ice Shippme charges are S4.;^lffirsi iieiri and 51-00 far catli iiddiuon jl ilem Haidware vhippmg rale; fay quiite only 



you woLild like to do, I would have a very 
tough time recommending an Amiga 500 
for profcs.sional use. Don't get me wrong, 
its the .safiie great machine that the 2000 i.s, 
basically, and it js expandable, hut a 2000 
(.series) will probably save you a lot of 
headaches down die road. Besides which, 
the 2XXX machines also have die video 
slot which is necessary for .some genlocks 
and other forthcoming video devices (the 
Video Toaster and olliers come to mind). 

At this point, it may also be important 
to think of speed. If you would like to do 
3D ray-traced animations and you wotild 
like to do many of them before you get old, 
you might want to get a faster machine. 
You can add faster processors from Com- 
modore or third-party suppliers to your 
2000 or, if you don't feel that j'ou need the 
speed as yet, just start widi a 2000 to make 
the upgrade option easier at a later date. 

The 500 can be similarly upgraded, 
but it is more difficult and, in some cases, 
more expensive. Alternately, you can go 
.straight lo the top and start with the Amiga 



2500 (widi a built-in 68020 processor and 
68881 madi coprocessor), or go to the 
brand new 2 500/30 which includes a 68030 
board running at 25 l^'IHz as well as a 25 
MMz 68882 coprocessor. 

As far as memory goes, I honesUy 
don't think there is such a tiling as 
"enough", i have a 2000 with a total of 3 
meg (at this jDoint) and, frankly, I iim out of 
memory fairly often. The amount of 
memory diat you absolutelj' mti.st have will 
depend very specifically on exactly what 
you intend to do. 

My best blanket recommendation, 
especially if you want to do anything in 
animation, would be 3 meg. Also please do 
make sure that, whichever machine you 
purchase, you do get tlic new 1 meg Fat 
Agnus chip. All current models have been 
shipping this way for a couple of niondis. 
but there are probably a few widiout tl-sem 
left on the dealers' shelves. 

As far as a genlock goes, please 
check out my column in AG's N'ovember 
i.ssue (AC V-i.l 1) so I won't have to quote 



myself at length and appear pompous. Jusi 
remember (I'll paraphra.se) that no matter 
how good your work is, it will be worthless 
unless you can get it out of your Amiga and 
onto video with the quality you need (and 
your clients expect). 

As far as other hardware " necessities" 
are concerned, again, you must decide 
what you want to do. 1 ha\'e found a 
digitizer lo he indisjx-nsable. I am also 
currently using a scanner (to digitize logos 
and such), %\'hich I am beginning to feel I 
cannot live without. 

Once again, that's about it from this 
end. Plea.so don't liesitate lo write me if you 
have any video problems or questions that 
require common -sense answers. 

Barry Solomon 

Video Editor 

c/o Amazing Computing 

P.O. Box 869 

Fall River, MA 02~22 

•AC* 
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FA.C.E. 

Fayetleville Amiga Communit)' Exchange 
1014 Streamwav Dri-\-e 
Spring Lake, NC 28390 
Jolin Berger, Secretary 

Meeting: 3rd Wednesday of each mondi at 
7 p.m. 

Location: Software Exchange, Sycamore 
Square Shopping Center, Fayecteville, NC. 

BBS: We use die BRAGG BBS; Phone: (419) 
432-2013 



PhilAmiga BBS; Phone: (215) 533-3191. 
Newsletter: The Blitter, monddv. 



H.A.U.G. 

Hartford Amiga Users Group 

P.O. Box 504 

Soudi Glastonbury, CT 06073 

Bob Morrison, Treasurer 

Description: Organized 12/86, with 70+ 
active members, mondily meetings with 
demos and presentations, a club newslet- 
ter, free mondily club disk, complete pub- 
lic domain library, and SIG's. 

Meeting: 3rd Thursday of each month at 
7p.ni. 

Location: Aetna Institute, Farmington Ave- 
nue at Sigoumey Street, Hartford, CT. 

BBS: Under development. 



P.A.U.G. 

Philadelphia Amiga Users Group 

P.O. Box 21186 

Philadelphia, PA 19154 

Tony Antonuccio, Editor 

Description: The largest Amiga users group 
in the metropolitan Philadelphia area. We 
are eager to help new Amiga users get the 
infomiation they need. 

Meeting: 2nd Saturday of tlie month at 
12:30 p.m. 

Location: Drexe! University, MacCallister 
Hall, Room 4014. 

BBS: We have a working relationship with 



R.G.V.A.U.G. 

Rio Grande ^^alley Amiga Users Group 

c/o Marilyn Manin 

Computer Graphics Lab, NMSU 

P.O. Btw 30001, Dept3AT 

Las Cruces, NM 88003 

(505) 646-1840 

Description: Our group is small but in- 
tensely involved ■?\'itli animation. 

Meeting: 1st Thursday of each month at 7 
p.m. 

Location: Room 129 Jacobs Hall, NMSU, Las 
Cruces, NM. 



BYU Amiga Users Group 

432 ELWC 
Brigham Young Universit>^ 

Provo, Utah 84604 

Brian Koetiing, President 

(801) 377-2269 

Description: Group members are princi- 
pally students of Brigham Young Univer- 
sity, but meetings are open to all. PD 
sharing, projects, and workshops on the 
many applications of die Amiga is the 
group's focus. 

Meeting: E\'en' 2nd and 4th Saturday at 
10:00 a.m. 

Location: 258 ELWC on the Brigham Young 
University campus. 



C.D.A.U.G. 

Capital District Amiga Users Group 

P.O. Box 14353 

Albany, NY 12212 

Carmen Artino, Secretary 

(518) 783-1784 

Description; We are loacted in Albany, NY 
but .serve Amiga computer users in the 
entire Capita! District of New York State. 



We are a \'ery acti\'e group and f)Vir meet- 
ings are ver\-well attended. We have aciivf 
subgroups with \-aried special interest 
(video, graphics, music, programming, 
business, etc.). 

Meeting: 3rd Thursday cfihe iiKJiiili ;u 6:30 
p.m. 

Location: The Computer Cellar. Wt,-.stg;itc 
Shopping Plaza, Albany, NT. 

BBS; Atredes BBS, 1 line. 80-meg HD. 
Amiga 500, 1 meg RAJvL Phone: (518) 370- 
5207. Sysop: Lou Matrazzo 



V.C.C. 

Valley Computer Club 

P.O. Box 310 

Denair, CA 95316 

Ruby Lirson, Secretani' 

(209) 529-8473 

Description: Supporting Amiga computers 
in Turlock, Modesto, and the surrounding 
California area. 

Meetings: 3rd Wednesday of the inondi at 
7 p.m. to 9 p.m. 

Locations: Doctors Medical Center Confer- 
ence Room, Florida and Orangeburg Ave- 
nue, Modesto, CA. 

Newsletter: Valley Computer Club 



T.C.U.G. 

Textile Computer Users Grotip 

P.O. Box 1065 

Lafayette, CA 9-4549 

Mai'garet Coj^eiand, President 

(415)284-1635 

Newsletter Announcement: The Textile 
Comptiter Users Group announces the 
publication of ComputerTeNtile Kxchange. 
CTE is dedicated to providing die profes- 
sional and amateur textile designer with the 
latest information for using personal com- 
puters in textile design. Quarterly, S24/'yr. 

■AC- 
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(Snapshot, contitutcd from page 16) 
your speed down, hindering your progress. 
For some reason, they are not affected at all 
by a crash with you; tliis can be somewhat 
annoying. 

Ob.stacles also appear at frequent 
intervals along the sides of the road and 
hitting these can not only throw you for a 
loop, but a!so cost valuable ume while you 
remount and restart your cycle. 

Super Hang-On features a subjective 
view of the area in front of your cycle. 
Objects zoom past based on your current 
speed. One glaring deficienq' is the lack of 
any kind of rear-view mirror. While }'ou are 
usually focusing on passing other cycles, 
opposing cycles will pass you if you are 
going slow enough. This may be realistic, 
but widiout a way to tell where diey are 
passing you from, it is very easy to be hit by 
several cycles in a row when regaining 
speed lost in a collision, slowing you to a 
virtual halt after each collision. 

Either a mouse, a joysuck, or the 
keyboard can be used to control the cycle, 
but I found the joystick to be the preferable 
method. The game has a few options that 
can be adjusted for play, such as die 
sensitivity of the control device and the 
music to play during the trip. Each race has 
its own backdrop based on the prevalent 
terrain type. 

ROBOCOP 

RoboCop is an arcade game based on 
the policeman of the future. RoboCop has 
three missions: 1) Sen'e the public trust, 2) 
Uphold the law, and 3) Protect the inno- 
cent. To do this, he is authorized to use 
whatever force necessary to free the streets 
of Old Detroit and clean up the Scum who 
have tried to take over, Armed ■niih a 
variety of weapons, including a Special 
Issue Auto-9, you must accomplish all this 
without letting RoboCop's power level be 
drained too low. 

Nine levels in all await to challenge 
you, with a few intermission "bonus" 
rounds thrown in for fun. Each will require 
a slightly different strategy to complete 
while keeping yourself intact. The play 
segments use a standard horizontal scroll- 
ing routine and most of your movement is 
from left to right; however, some levels 
modify this a bit and may even require you 
to go down a few levels to finish the 
segment. The joystick is the primary con- 
trol device and is used to move RoboCop 
around the screen, with the fire button 
firing the gun, or punching in tlie current 
direction. 



BAD DUDES 

The third game is Bad Dudes. It 
seems Ninja criminals are everywhere. 
Even the White House is not safe. The 
President has been kidnapped by the evil 
Dragon Ninja, and only you can help. 

Beginning in the city, you must fight 
your way through the sewer, forest, freight 
train, and cave on your way to the factory 
where the President is being held, ."^t the 
end of each segment, you must defeat that 
le\'ers superbad guy to advance to the next 
challenge. 

Should you somehow manage to 
make i: through all seven levels and defeat 
tlie Dragon Ninja at the end , your quest will 
be completed, and you will be a hero to the 
free world. 

Once again, tlie joystick is die pri- 
mary' control device, but this time it does a 
few more things. Not only is the joystick 
used for simple left and right movement, 
but pushing it in the otlier directions witli 
and without the button will cause one of 
the many possible karate attacks to be 
carried out. This can be a bit difficult to 
learn and will require some time to master, 

The graphics in all three games are 
reasonably close to die arcade original, 
with Bad Dudes being the best, RoboCop 
coming in second, and Super Hang-On a 
distant third. Racing games have been done 
better, but Bad Dudes has some pretty 
sharp graphics for aU the action that can 
occur on the screen at one time. 

The sounds are also faithful to the 
originals. Again, the ranking is the same, 
with Bad Dudes* effects being the most 
realistic, but any limitation with the other 
two games is more a limitation of the 
arcade original. The background music can 
become annoying in Super Hang-On, but 
since the music can be turned off, this is not 
too much of a problem. The first two both 
feature digitized start-up sounds, one of a 
motorq'cle re\'\'ing up and die other of the 
recitation, in true movie style, of 
RoboCop's missions. 

All tliree lack a demo play mode. This 
is disappointing as it is usually fun to watch 
die computer play through at least the first 
few levels to get an idea of exactly what is 
going on. 

,Mso, none of these games save the 
high score to disk. Such a waste. Who cares 
what the high score was during my most 
recent fifteen-minute playing session? 
While the price seems a bit steep, these 
games might be wordiwhile if it were not 
for some new competition. 



HIGHS AND LOWS 

The most recent release from Inner- 
prise software. Battle Squadron, is bound 
to set new standards for .'Vmiga games. Pro- 
grammed by the same programmers -^-ho 
brought us Hybris, die sound and fast- 
paced action are very nice. The game does 
have a few flaws, such as the inabilic>- to 
continue in some parts of the game, and the 
usual failure to save die high score to disk. 
But this is a game even.' serious arcade 
player should have. 

Finally this month, I want to steer you 
away from buying Dr. Doom's Revenge, by 
Paragon Software. \X'hile the premise is 
interesting (controlling both Spidemian 
and Captain America in their quest to 
remove a stolen nuclear weapon from Dr. 
Doom's evU control), the game mechanics 
are downright lousy. It takes an extremely 
long time to even start up the game, and 
then the controls are so difficult to master 
that you will quickly die when facing your 
first robouc foe, let alone any real super 
\'illain. 

Most bad games at least let you live 
through the first few minutes of game play. 
A\'oid Dr. Doom's Revenge at ail costs and 
spend your money on somediing else. See 
you all next month. 

•AC- 



Star Command 

Strategic Simulations 

550Soutti Winchester Boulevard , 

Suite 200 

San Jose. CA 95128 

Price: $19.95 

Inquiry ^209 

Super Har^g-On 

C/O Data East USA. Inc. 

1850 Little Orchard Street 

San Jose. C A 95125 

(406)266-7074 

Price: $44.95 

Inquiry #210 

RoboCop 

C/O Data East USA. Inc. 

1650 Utile Orchard Street 

San Jose. CA 951 25 

(408)286-7074 

Price: $44.95 

Inquiry #21 1 

Bad Dudes 

C/O Data East USA, Inc. 

1850 Uttle Orchard Street 

San Jose. C A 95125 

(408)286-7074 

Price: $44.95 

Inquiry #2 12 
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MENU BUILDER! 



by Tony Preston 



This article is about menus. It is also about making the job of 
creating them much easier. I am no: only going to describe how to 
buiJd tliem, but I will also describe how to automate the process! 

The Intuition manual describes menus by telling you how no 
set up the needed structures. I may be a little slow, but I gave up 
on menus after rereading that chapter about three times! It was not 
that things were hard to understand, but die documentation just 
doesn't have many examples. It would have been nice if the 
window example shown in the ROM Kernel manual had been 
repeated widi an example menu! To understand and use menus, 
you have to be familiar with several other things in Intuition. When 
I first looked at menus, I was just learning the Amiga and J didn't 
realize that menus are not as hard as they appear! 

When I finally got back to menus about a year later, I found 
that things were not as complicated as they initially seemed! It 
seemed diat Menu, Menultem, and IntuiText stnictures could be 
setup with default \'alues making tilings simpler. 

Since 1 am a laz\' person, (a fact my wife will \'erify!) I decided 
to write a program diat would automate the job. Looking at tlie 
examples and instructions in Chapter 6 of the Intuition Manual, I 
realized that much of the menu building process could be calcu- 
lated verj' simj)iy. For example, menus cotikl be placed on a 
window based on the widtli of die title. The widtii is in pixels vt'hich 
is easily calculated. The widtli of tlie menu items could also be 
calculated using the longest item as tire base width for die whole 
meni!. Many other options and parameters could be preset to 
constants in most cases. I wanted a simple text menu (no graphics) 
widi support for key su-oke equivalents. After I tliought about tire 
problem, I came up with the MenuBtiilder. A program that takes a 
simple text description and creates all the needed strucmres. As you 
know, I'm a lazy person, and I like to set up the menu with as litde 
work as possible. Then take output from die menubuilder and use 
it widi as litde work as possible. The program has to generate all 
the needed structures and make die resuldng source file independ- 
ent of odier files, so I can compile it by itself. That way, if I want 
to change die menus, I only have to rerun tlie menubuilder, 
compile, and relink. Before we get to die menubuilder, let me 
describe how a menu is structured. The example here will be similar 
to the Workbench menu. IVlenus are always associated with a 
window. A program always attaches a menu to a windot\' with a call 
to the system routine "SeuMenuSuip". If a program has multiple 
menus to use, it must first clear die old menu before adding die new 
one. A menu is cleared by using a call to the system routine 
"ClearMenuStrip". This all seems j'ather simple, right? The basic 
sequence you should always use is: 

- OpenWindow 
-...paired sees of 

- SecMenuStrlp 



- ClearMenuStrip 

- CloseWindow 

It is impoitant to remember tliat you have to remove die menu 
BEFORE you close the window. The system usually calls up die 
Guiti to tell you tliat you forgot to remove the menu! 

SetMenuStrip takes a windo\^- pointer and a menu strucmre 
pointer as arguments. Here is a simple example of code that opens 
a window and attaches a menu to it: 

extern struct Menu "MyMenu; 

struct Window *Window; /» ptr to window^/ 

Hindow = (struct Window *) OpenWindoK(iNewWindciw) ; 

SetMenuStrip (Window, !-iyMenu) ; 

ClearMenuStrip (window) ; /« Remove Menu •/ 

CloseWindow (Window) : /^ close windov.* '/ 



The staicture pointed 
out by the external pointer 
MyMenu Ls the one built by 
the MenuBuilder! This 
means that code similar to 
the above just has to be 
linked again to use tipdated 
menus, at least, if the 
changes are only posi- 
tional. 

The way you act on a 
menti event is to wait on tlie 
window's port, get the 
message sent to it and dis- 
co\'er diat it is a MENUPICK 
item. Messages are an inter- 
esting tiling on the Amiga. 
You can get all kinds of dif- 
ferent messages and each 
one requires that y oti reply. 
Waidng on a Port is the 
proper way for an Amiga 
program to wait for user 
input. You should never 
code a loop that checks a 
device directly, using a CPU 
delay. A device should 
generate an interrupt that 
makes your task ready by 
sending it a message to 
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your port! This is what happens when you click the mouse buttons! 
The code for a simple loop that waits for a MENUPICK item and 
properly replies to all messages sent to your task looks something 
liker 

for (;;1 /* loop until a close gadget "/ 
{ 

WaltPort (Window->UserPorc) ; 

message - GetMsg(Window->UserPo!rtl ; 



if ( (message->Clas3) 



MENUPICK ) 



MO = KENUNUM(message->Codel ; 
10 - ITEMNUMtmessage->Code>; 

SO = SUBNUM(message->Code) ; 

1 

else break; 



ReplyNsgt (struct Message 'Jmessage); 
); 

ReplyMsg( (struct Message *)raessage); 

The MENUNUM, ITEMNUM, and SUBNUM code above are 
macros that do the magic shifting and masking to the Code item to 
decode the menu, item, and sub-item number from the message 

sent by Intuition (in 
Intuition.h). The above 
assumes your window only 
has CLOSEWINDOW and 
MENUPICK flags set. Be- 
cause of that assumption. 
Intuition will only send you 
the Menu selection and 
Close Gadget message. 
That is why the code above 
ASSUMES that if it isn't a 
menu message, it must be 
the Close Gadget! It be- 
comes a simple coding 
exercise to act on each 
menu item as it is selected. 
This is all fine, except that 
tile menu structure for even 
a simple menu must have 
three different structures, 
positioning information for 
each item, and the external 
pointer, MyiMenu, must be 
defined for this all to work. 
Listing One is the full 
source code for this simple 
program. It will open a 
screen and a window, at- 
tach the menu, and receive 
the menu events until you 
click on the close gadget, 
The MenuBuilder along 
with this program will create a test driver where you can create a 
menu and test it to see how it looks! Now lets look at a sample menu 
file (Listing Two). This menu description contains the menu 




example that imitates the Workbench. The Menu also includes an 
extra menu thrown in to show sub-items. MenuBuilder decodes the 
commands MENU, ITEM, and SL'BI to create tlie needed data to 
produce the menu structures you need to compile (Listing Three). 
There are many options to menus and IntuiText structures. .VIost of 
them we will not need in this article, The menu example here is a 
simple text menu . Widi menus, you can do mu ch more dian just text 
menus, but I wUl leave those areas as an exercise to the reader (I 
always wanted to say that!). 

The menu description consists of the three command types. 
The syntax of the commands are; 

MENU, Name 

ITEM, Name, [Select), [Conmand] 

Strei.Nanie, [Select! , [Coimand] 

Where: 

Name is the name of the Menu, item, or Sub item. 

Select is an optional item which will display when the item 
is in position to be seleaed. Intuition will overlay the text in Select 
field on top of the text in the Name field. 

Command is the Character to use for selection of die menu 
item witli the Right-Amiga key. No check will be made to see that 
characters are not used more dian once. 

The MENU command defines a menu. The name -ts-ill be the 
heading on the bar. The MENU command is the first command 
describing your menu. It becomes the heading! Simple right! That's 
the whole idea. You might be wondering where the heading will 
be positioned. The MenuBuilder will take care of i;\'here it will be 
positioned. You just tell it what headings you want! 

After each MENU comes the actual items in the menu. To 
specify the items you use an ITEM command. Say, this is getting 
pretty easy isn't it! The ITEM command has a Name, an optional 
selected name, and an optional Command character. The Name will 
display on tlie menu when it is dropped. The Selected name will 
replace the Name when the mouse passes over tile item. The 
Command character will be the charaaer you use with die Right- 
Amiga key to select the menu item. 

Each Item may have sub-menus. This is one of die trickiest 
parts of creating menus. You have to overiap the Sub-Menu with 
the item it belongs too. If tliey do not overlap, you cannot select the 
sub-item with the mouse. The MenuBuilder overlaps the Item by 
about 25% (the bottom right hand corner). It will calculate all the 
positions and make sure Intuition is happy! 

To use the MenuBuilder, you just create a file like the one 
shown in Listing Two. I called the file "Listing2.menu" for this 
example. Each menu, item, and sub-item is described and tlien you 
invoke the menubuilder with the command: 

MENUBUILDER >Listing3.c Listing2.nenu 

The resulting menu code will be in the file "Listing3,c" for this 
example. The output from the menubuilder is collected using the 
standard redirection to the file. This makes die menubuilder code 
simple. 

The bottom line is that you cannot use "its too complex or 
confusing" as an excuse anymore! Widi tiie MenuBuilder, you can 
create complex menus with lots of items and sub-items! 
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Once you start using menus, you might take a look at tlie 
intuition included files supplied with your C compiler. There are 
many of options not mentioned here. One of these options is 
Mutual Exclusion. Mutual Exclusion is a way to force one menu item 
to exclude others. The normal usage would be to allow a user to 
select only one printer drive out of many. Each printer driver 
mutually excludes all otliers. The MenuBuilder sets die Mutual 
Exclusion field to zero, allowing any or all items to be selected. You 
have to experiment to learn! The MenuBuilder will support only 
part of the options used in a program. By editing the result from the 
MenuBuilder, you can add your own options and still save alot of 
time creating menus. 

The MenuBuilder is not perfect. It does not check for limits 
like do your menus fit on the screen. Do you have too many items, 
or sub-items? You v.'\\\ find that a menu description -will compile and 
link properly only to see that it is messed up when you try to use 
it. That is the reason for the driver program (Listing One). With the 
Driver, you can create the "look" you want. You do not have to 
worry about testing everything at once. You can actually build up 
a program based on the driver! With these programs, you can 
actually create a menu, compile and link it with the driver, and have 
a prototype of your application running in just a few minutes. 

The Second half of tliis article will describe in detail the actual 
code in the Menubuilder. The first tiling to understand about the 
Menu Builder is my coding style. I have seen many of articles about 
"Amiga-tizing" your programs. Well, I prefer the "if it works, don't 
mess with it" style of programming (remember from the first article, 
I'm the lazy one!). I like to use the print function for most of the 
output, even if it is just one character! In addition, I make all my 
defined parameters all capitals (it makes them easy to spot). 
Anodier characteristic of my programs is that since I use the CU 
most of the time, I don't usually add the logic to support running 
them from the workbench. 

Also important to note is that I use the Lattice compiler for all 
my work. I did not intentionally use any features that would stop 
this code from working with other compilers. If you have a problem 
or a question send me a note, and I will try to help to resolve it. 

Let's start with die main program. It will use the command line 
arguments as filenames of die menu descriptions. Normally, one 
text file will be more than enough to describe your menus. I allowed 
for multiple input files just to make it easy to combine two or more 
menus into one program! If you combine menus, be aware that 
while duplicate menus and items names are allowed; it can cause 
confusion for the user. 
The Main program has the job of: 

1) Initializing tlie process 

2) Opening each file 

3) Processing the commands 

4) Closing each file 

5) Generating tlie resulting code 

There are two functions that do most of tlie work for the main 
process. The first is Scan. Scan is a useful function that, given a 
pointer to a string, will either search for a character or the first oc- 
currence of somediing that is not that character. This is a case where 
the code is shorter than tlie description! Scan will always point to 
a character in die string or at the end of the string (normally a string 



ends with a zero byte). Scan stops when it sees the zero byte or a 
newline character. Scan is a useful routine. I use it frequently when 
searching strings. 

The second function is "stmcmp". This routine is a "compare 
two strings of fixed length" function. It is a library* Rmction supplied 
by Lattice. I use it to decode the commands (MENU, ITEM, and 
SUBI). When "strncmp" finds a match, the string is sent to Scan to 
move to the comma following the command. When the command 
is MENU, ProcessMenu is called to take care of the rest of the string. 
If the command was ITEM or SUBI, Processltem is called to buUd 
the Item information. 

When I designed this 
program, I decided to use 
the actual Intuition Menu 
and Menultem structures to 
store the data needed to 
create the resulting code. In 
ProcessMenu, a Menu 
structure is built for each 
MENU command. This is 
done by dynamically allo- 
cating a Menu structure. 
There are two ways to 
implement a program of 
this type. The first is to 
create an array large 
enough to hold what you 
think will be tiie maximum 
amount of data. This will 
work most of the time, but 
it has a couple of draw- 
backs: Large arrays take up 
memory, It wouldn't matter 
how much data you have. If 
you are tight for memory, 
you might not be able to 
run the program! Another 
reason is tliat while you 
"think" you know what is 
needed to process die 
maximum amount of data, 

you may be wrong! I work for a company that has redelivered pro- 
grams many times just to increase the sizes of some tables that could 
not be dynamically allocated. By using dynamically allocated 
memory for the structures, bodi of die problems go away! The 
program is smaller and we only use the amount of niemoiy we 
really need. Everything in this program is made into linked lists 
allocated dynamically. The Menu structure is used to store tlie menu 
name, a pointer to the Items on the menu, and the length of tlie 
menu name. There ai'e other fields in the .stmcture, but I don't use 
them. Menus are linked togedier much like die actual menus. By 
studying how this program processes and stores the data, you will 
learn much about link list handling, not just menus. DoOutl^ut will 
travel these structures and create the code. Normally, when you are 
done, all allocated stuctures are released so that other programs can 
reuse the memory. Since I am a lazy programmer, I let the Lattice 
functions clean up after themselves! With the standard library 
routines malloc and calloc, Lattice keeps truck of all allocated 
memory. When your program exits, a clean up routine will return 
die memory you used. Por a simple low memory- usage program 
like tlie MenuBuilder, this technique is fine. It saves a litUe work on 
my part. I normally try to deallocate each block of memosy after it 
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is used. If you do not take care of this (or know that the compiler 
does for you), you will find memory' disappearing from the system 
each time you run a program. Eventually, you will have to reboot 
the system to get the memory' back. 

When the ITEM command is processed, se\'eral error211 
checks arc made in the function I'rocessltem. The first is that you 
must have a MENU command before an ITEM command! The 

second check is for the 
SUBI command. I use the 
Processltem ftinction for 
botli the ITEM and SUBI 
commands. There is a very- 
good reason for this dual 
puipose! Botli a Menu Item 
and a Menu sub-Item are 
defined by the same 
structure.The Menultem 
stnicrure. The way this 
works is that a .Menu stnjc- 
aire always points to a 
Menultem structure using 
the Firstltem pointer. The 
Items tliai ha\'e sub-Items 
have a pointer to the same 
kind of structure (Menu- 
Item structure) with tlie 
Subltem pointer. Both 
kinds use tlie Ne.xtltem 
pointer to create a linked 
list of either ITEMs or SUBIs 
(items or sub-Items) from 
your input. Each block rep- 
rcsent.s either a Menu or 
Menultem structure. The 
NULL is the indication of 
tile end of tlie list. Your 
program reference the 
menu using the pointer 
MyMenu. 

Menus have several complexities that can confuse even iho.se 
familiar with them! One of the complexities here is the Menu 
header. You include the header text in the Menu structure directly. 
For Items and sub-Items, you can't ju.st include the text. You must 
build another structiire called an IntuiText structure and include a 
pointer to the Menultem stnicture. The reason for this is to tell 
Inaiition not only where to put pb:el positions, but you also need 
information on tlie font (the default is used here) and what pens to 
use. Since I am creating simple text fonts, I chose some reasonable 
defaults. The text ends up being a foreground color on tlie regular 
backgroimd. I al.so use the default font. This turns most of the In- 
tuiText simcaire into a bunch of constants. The IntuiText stmcture 
will be die first tiling the output routine creates. The text for the 
Items and sub-Items wiU be saved in these structures by the 
function ProcessText. This ftinction has die same type of "Create the 
List if new. or just add to tlie end" logic as the other fimctions. The 
one difference is that a search is done to eliminate duplicate Item 
names. !f you use the name ■DELETE" ten times in your Items, it will 
only have one structure and all ten Items will point to it! This is the 
one time that I freed up die memor\'. This guy returns tlie pointer 
to the IntuiText structure it either found or created. The pointer is 
saved in the Menultem airrently being built. The MenuBuilder 
repeats the process for the Item (or sub-Iieni) name and die Select 
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name if you have one. Some times it is easier to see svhai hajipen.-; 
dian to explain what i.s happening! V('!ien a menu is dropped, tiie 
"Name" is displayed for each Item. When die niou.se passes o\-er the 
Item's position. Intuition will switch to die Selected naziie. This 
gives the menu a dynamic appearance. The last part of an Item or 
sub-Item is the command character. The command character is the 
character you use with the right-Amiga key as a menu equi\'alent 
for the keyboard. The maximum width of the menu item is kept in 
the first item's MutualExclude field. This will be used to size the 
menu. 

When all the files are processed, a check is made to see it any 
errors occurred. If there are errors, the output routine is .skipped. 
The output routine creates all the menu code. Tlie code is generated 
in tiie order it is used. The IntuiText structures are created first ju.st 
because every Item and subltem will reference them. The sub-Items 
are created next because all the items will reference them. The 
menus are created last because tliey reference all tlie Items. 

Creating die IntiuTe.xt structures is fairly simple, most of the 
entries are constants. You might tr>' using JAMl instead ofJ.-\M2 in 
the structures used with die Selected names included. Once you 
have a menu structure, you can experiment by substitution. (You 
can look at the Intuition Manual and the included file Intuition.h) 
for more information on the options available. 

The sub-Items are created by traveling the menu li.st, and tlieii 
a nested trip tliru the Item list. When a sub-Item is found the 
DoOutSub function is called to generate the text. 

The Items are done much like die sub-Items. The menu list 
is traversed, and each Item is generated. If the Item has a sub-Item, 
die proper pointer is created to the previously generated sub-item 
structure. 

The Menus are similar ■^^■ilh the only difference being the 
Menu stmcture does not use the IntuiText strticttire for the heading 
text. The text is included in the actual menu stnicture itself. 

Finally, the last code created is the pointer to tlie menu itself. 
This is the one diat die test driver will reference as external. This 
is our connection to the driver. Your program will reference this 
external item when attaching die menu to your '4\'indow, 

Wlien you look at the actual text generated in Listing Three, 
just after die IntuiText stnictiires, there are a couple of pre- 
processor macros. A preprocessor macro is an aid to rj'ping and 
readabiliC)'. The "FLAGS" macro defines the Item and sub-Item 
characteristics. I selected the options that would; 

1) CHECKIT - Mark a selected item with the standard check mark. 

2) ITEMTEXT - TeE Intuition that we are using text not graphics. 

3) MENUTOGGLE - Let you toggle an item and its check mark. 

4) ITEMENABLED - Makes all items enabled initially. 

The other define is just a short cut to select the right IntuiText 
staicaire and to keep the resulting text a little more readable. It 
allows the text for an Item to fit in less than 80 columns! 

.\]\ the numbers in the Menu and Menultem .staictures arc 
calculated using die character w^iddi of eight pixels. This is OK for 
our default font and the normal menu, but if you ^ish to use lai-ger 
fonts you will need to adjust the pixel positions. .-Is mentioned 
previously, the positions of die menus and the Items are calculated. 
Each Menu is given a width of die heading length plus 2 characters 
wide. This gives a readable heading display. The position of any 
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The Ones Tljat Got Away. 



by Graham Kinsey 

This month's highlights include a 
stunning preview of what Workbench 1.4 
will be like, plus a fantastic gambling 
simulation. For each program, the autlior's 
name is given when it is known, and in 
most cases, the AmigaZone download file 
number will be listed as well (this doesn't 
mean that if a file number isn't given that it 
is not on PeopleLink at the moment, simply 
that I obtained it from somewhere else) so 
those of you who do have access to Peo- 
pleLink and its AmigaZone can quickly 
download tliis file. When a public domain 
program has been classified as shareware, 
this is also mentioned with the suggested 
amount if one is given. Due to tlie large size 
of animations that are coming out for the 
Amiga, I have decided to assume that the 
normal size of an Amiga animation is one 
megabyte. This means unless I specify 
otherwise, ALL animations reviewed here 
require one megabyte in order to run. If 
you are an Amiga owner with only 5 1 2K in 
your machine you should keep this in mind 
until you can add some more memory to 
your Amiga. 

TOOMUCH3D 

TOOMuch3D: by Jim Robinson 
(AmigaZone file #19837). For those who 
have been watching Jim's other Vide- 
oScape 3-D masterpieces a litde too much 
lately, this one's for you. While this is not 
nearly as long as his other animations, it is 
stilt quite good (especially the 3-D effect 
with tlie chair). Like MarsFlight this anima- 
tion also begs for an accelerated Amiga lo 
run. 

AMIMODEM 

AmiModem: by Mike Thomas (Ami- 
gaZone file ?'17223). For those who are 
trying to wade through the dozens of 
settings for the Courier HST 9600/1 4. 4K 
baud modem, AmiModem can help. This 
program (written by the author of AmiEx- 
press, a commercial BBS program designed 
especially for this popular modem) will set 
the NRAM settings for you. 




Fishing! 

A Closer Look at PD Sojlware Not Currently in the Fred Fish Collection. 



ATOMCLOCK 

AlomClock version 1.2: by Art Stein- 
metz (AmigaZone file «17741). This new 
version of AtomClock has one ver>' impor- 
tant addition in the form of ARexx support. 
This now makes it possible for those who 
own both ARexx and WSHell (Bill Hawes' 
commercial shell) to have AtomClock auto- 
matically grab the time from the U.S. Naval 
Observatory in Washington once a month. 

CARDCOMM 

CardComm: by John Hoffman (Ami- 
gaZone file -1 8263). Yet another derivaii\'e 
of DJ James' Communicator. Like the now 
defunct (since it is no longer supported on 
PeopleLink) Graphical Teleconferencing 
program ACO, CardComm also can only be 
fully used on PeopleLink. CardComm 's 
forte is in allowing users on PeopleLink to 
play all sorts of card games using a graphi- 
cal interface within CardComm. Not only 
does it support card games with differing 
amounts of cards dealt (all dne way up to 
13), a sophisticated scoring system is also 
included in CardComm. CardComm also 
fully supports MoreRows displays, which 
Communicator 1.34 does not IF you have 
the 1.3 Kickstart ROMs installed in your 
Amiga (since CardComm looks exactly like 
Communicator 1.34 does except for tlie 
added card game features, some users of 
Communicator 1.34 may want to switch 
o\'er to this variant of Comm 1.34). 

HERMIT 

Hermit: by A.G. Kartsatos (Ami- 
gaZone file *17905; Shareware: $15). An- 
other screen saver utility whose unique 
ability is to be able to save the font used on 
any screen. This now allows you to grab a 
custom font that is buried inside an execut- 
able program from the program and save it 
to disk for your own use. 

ICONMASTER 

IcomMaster: by John Scheib (Ami- 
gaZone file -17622; Shareware: $10). Witli- 
out a doubt the most complete program for 



creating icons. IcoruMaster's paint screen 
includes such features as undo, dithered 
colors, a magnification window, AutoCen- 
ter, swapping of pen colors, and more. The 
main control screen of IconMaster is where 
you can edit the file protection bits of an 
icon, alter an icon's ToolTypes, change tlie 
stack size, and more. Harv* Laser (Senior 
Chairperson of PeopleLink's AmigaZone) 
sunimed it up best when he referred to 
IconMaster as "DeluxePaint for Icons". 



CHARPIC 

CharPic; by Kelly Day (AmigaZone 
file ffl8097). A unique program that con- 
verts a monoclirome 640x200 IFF picture 
into a set of ASCII characters. Not only does 
tliis make it easier to transport graphics via 
modem, it stands alone as an effect-genera- 
tor (an EFF-format animation using CharPic- 
generated frames shows the effect off very 
nicely). 

NOCUCK 

NoClick: by David Bolt (AmigaZone 
file *19l66). Finally, someone has elimi- 
nated a minor (at least in the eyes of Com- 
modore) but still very annoying problem 
witli the Amiga; the clicking of empty 
floppy drives! NoClick will indeed stop the 
clicking of floppy drives on ANY Amiga, 
including 500's and 2OO0's. NoClick has 
already been through a few revisions, and 
the current version, 3.6, will work on any 
Amiga e\'en if it is not running with a 68000 
(earlier versions of NoClick crashed on my 
68010-based Amiga). NoClick will not stop 
tlie clicking on all floppy drives however 
(while my internal floppies on my 2000 are 
now silent, my ancient AlOlO doesn't re- 
spond to NoClick), and it is possible for 
damage to occur on non-responding flop- 
pies in the long-term (always keeping a 
floppy disk in the problem drive should 
help to reduce the chance of damage 
occurring). Needless to say this is one 
utility all Amiga owners will want to get 
their hands on. 
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NOW FOR THE 
AMIGA! 
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Don't let those finger aerobics get 

* you down! There's an easier way to 

change between your mouse and joystick or 

^ joystick and dongle without all that cable 

swapping. Mouse Master lets you instantly switch 

with just a touch of a button. It's housed in a 

compact case for stylish good looks and includes its own 

custom cable. It's the handiest switchbox around! 



MOUSE MASTER 
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Orders/Inquiries "^ (602) 322-6100 

ONLY $39.95 ^p ., , 

pkis shipping & handling ^KS r rOCCICQI 

MC. Visa. CODS welcome |^g SolutlOn/ ® 

fax (602) 322-9271 • 1 135 N. Jones Blvd. • Tucson, AZ 85716 



circle 137 on Reader Service card. 



PATENT 

Patent: by Jay Miner (AmigaZone file 

*17781). If you like to collect Amiga 
memorabilia tlii.s is wortli getting. This text 
file and accompanying IFF pictures are a 
copy of the actual dociiment.s filed by 
Amiga Inc. in July 1985 to obtain a U.S. 
patent on the Amiga computer. While mo.st 
of the text maybe greek to cho.se who know 
1 itde about computer hardware, it is still fas- 
cinating to view. 

KNIGHTERRANT 

KnightErnmt: by Eric Fleischer (Ami- 
gaZone file 5^18266). Another fme anima- 
tion by Dr. Gandalf This one depicts a 
knight in VERY shiny armor, who after 
walking in the desert for a long time, 
suddenly does his best "Amiga impres- 
sion". There are actually two animations 
included in the WARPed files, tlie other one 
is a close-up shot of the "impression" called 
Knight-Clo.seup. KnightErrant wa,s created 
with TurhoSilver \''5.0 (^•ith the assistance 
of Diamond, and the sounds were created 
via PerfectSound). The KnightErrant will 
just barely run on a 512K Amiga (Knighi- 
Ooseup will not). 



PRANKLINFLY 

Franklin Fly: by Avril HarrLson. You 
don't have to purchase high powered and 
high priced animation softv.'-are like Tur- 
boSih'er and Sculpt -j^nimate 4D (nor learn 
ho^' to program Tlie Director) in order to 
produce great animations on die Amiga, 
.\vn\ Harrison's "A Day in the Life of 
Franklin Fly" showcases tlie capabilities of 
one of the Amiga's low priced (and easy to 
use) animation packages, Fantavision. Tliis 
long animation is comprised of several 
scenes from the typical life of a Oy. In this 
animation Franklin Fly overcomes such 
obstacles as a spider's web, a window, and 
a big bowl of soup. In another scene the 
Queen of England makes a guest appear- 
ance that she would rather forget quickly! 
This animation isn't a showca.se of tlie 
Amiga's graphics capabilities (tliough an 
MS-DOS machine would still be hard 
pressed to match it!), but it does include 
many great sound effects, is very fijnny at 
times, and overall is a pleasure to watch. 
Franklin Fly also requires just 512K in order 
to nm. Despite being a low-budget produc- 
tion, Siskel & Ebert would .still give Franklin 
Fly t^'o big thumbs up. 



DOCTORA 

DoctorA: by ManMn Landis (Ami- 
gaZone file 5^17598), The third animation 
featuring tliat ultimate computer athlete, 
AmiGuy. A sequel to the BoingThrows 
animation, Doctor.\ feawres .AjuiGuy 
showing off some serious hang-time on tlie 
coun. \X'hile the animation segment isn't as 
long as in Gymnast nor BoingThrows, 
DoctorA is still as stunning as the other tTvo. 
DoctorA was also created with Sculpt- 
Animate 4D, and reaily needs one mega- 
byte in order to ain (.Man'in does explain 
how you can run a crippled \'ersion of 
DoctorA with just 512K). 

JAZZBENCH 

JazzBench: by David .\avas (Ami- 
gaZone file ff 18012). If you just can't wait 
for Commodore to release Workbench 1 .4, 
and you don't have developer .status (and 
thei'clbre can't get your hand.s on pre- 
release versions of 1.4), nowyou finally can 
get a feel for what Workbench 1.4 will be 
like in many ways, thanks to Ja5;7.Bench! 
JazzBench is a TOTAL replacement for the 
Workbench environment, and as you 
might guess, it is wildly different! First of all, 
you can display AmigaDOS Dir-si%'le text 
listings in a JazzBench 'ts'indow. JazzBench 
windows open in a Macintosh-type fashion 
(i.e. they explode), and any window on the 
JazzBench screen can be iconized (which 
means any program that lives on the Work- 
bench disk can be iconized!). JazzBench is 
also asynchronous just like Workbench 1 .-i 
will be (you won't be seeing much of the 
busy pointer in Jazzbench). The menus for 
JazzBench are much larger, including 
menu items for many AmigaDOS com- 
mands, plus you can install menu items for 
your own applications. Icons can not only 
be sorted in different ways, but you can 
even have a default icon appeal' for pro- 
grams that don't have their own icons. I've 
onl)' scratched the surface here, JazzBench 
holds much more for those who use it. 
JazzBench is not designed for a 51 2K 
System, but the author does explain how 
you can run a limited version of JazzBench 
on a 512K Amiga. While the current version 
of JazzBench is not stable enough for long- 
term use as the default en^'ironmenl (nei- 
dier is Work bench 1 .4 a t this point), it is .still 
a must-see for diose who can't get their 
hands on Workbench 1.4. 

PROTECTA 

PROTeCTA: by A.G. Kartsatos (Ami- 
gaZone file -17785). A simple and nicely- 
done gadget-laden program for changing 
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the protection bits of a file. This program 
will not, unfortunately, work from the 
Workbench (since the author would natu- 
rally prefer Workbench users to check out 
his full-featured DirUlil program 
DISKoLAB). 

SUBLIMINAL 

Subliminal: by Steve Tibbett (Ami- 
gaZone file ^17971). Anotlier unique pro- 
gram, tills will indeed allow you to create 
and display subliminal messages on your 
Amiga. Subliminal will display up to 20 
messages once every 5 minutes. Subliminal 
does this on the Woi-kbcnch .screen 
(making it idea! to use on unsuspecting 
subjects who tend to work long hours in the 
CLI or in window-based wordprocessors 
like WordPerfect and Scribble). 

TITLEGEN 

TitleGen: by Ke\dn Kelm (Ami- 
gaZone file #18192; Shareware: $10). A 
verj' simple but useftil video tiding pro- 
gram. This program can only scroll text 
from bottom to top and doesn't suppon any 
wipes (except for [ust popping in a screen 
of text). All text and effects are created in an 
external text file, so it is possible to type 
something up witli a word processor, save 
it as ASCII and then have TitleGen display 
it. TideGcn supports ten scrolling .speeds, 
and supports a few basic options including 
changing the col ors (only tliree can be used 
at one time), time delays, halting the dis- 
play until the LMB is pressed, and a loop 
option. Of course TitJeGen will accept any 
font, and centers all text. This is tlie only 
decent video tiding program I've seen in 
the public domain (unless you would label 
Startle as a videc:) tilling program) so send in 
those shareware checks if you want to see 
something better. The author did state chat 
he is considering improving this program if 
enough people care. 

BMP 

BMP version 2.0: byJ.L. White ((Ami- 
gaZone file *18396; Shareware: SIO). Ver- 
sion 2.0 of this great IFF sound player. BMP 
no longer is limited to using CHIP RAM 
when playing soimd samples, so you can 
now play multi-megabyte sample with it 
(including using it to play samples created 
wida AudioMaster II). BMP also now in- 
cludes an ARP-style file requester (and as a 
result you now must have die arp.librar>' in 
your UBS; directory to use BMP). 




Spollighf on Software 

BoiS&ripos \T/\99 

nnllle Squadfon 27 73 

Breach II , 27.73 

CotiDo B8<?9 

Cross DOS 2^ <?? 

Dr. Plummefs I louse of Flux 24 65 
Extend (BASIC Commands) 26 00 

riondKli Treddys Dig fop 32.W 

Hawaii Scenery f:iisk 20 00 

Invisloh Plus IV5 00 

II Come Troni the Desert ... 35 W 

Kara fonts. Af-lltvl I or 2 33,89 

Leisure Suit Larry II 33 00 

lost Dutchnion IVIIne 31-50 

Magic Jotmson's BoslfOtball .. 29,00 

Nevermind ..., 27 73 

O/Tinl rioy llorsPiacIng 34,50 

nc-fi:1afjlc (Clip Art).,.' 60 00 

Pro TenrrJs Tour ,.. 29 99 

Quosof Sound 39.99 

Romance of Itiree KIrrgdoms '13-99 

Shadow of Itie Beast 33 89 

SIdeShow 3D9<? 

Spocp Our?st III A\ DO 



Great Prices! Shipping 
based on weight and zone. 

For Informahon S. Catalog Call: 
Voice 414-544-2066 
Pursurtable BBS: 414-544-6567 



Sptierlcal 25 99 

frocfrpr's Ouest 2;! 5Q 

fV'fext Professional 99 00 

Where/USA Is C Sandlego 30 00 

Spolllghl on Hardware 

501 Clones, 5I2K HOOO 

502 noord. C Ltd.. OK 1 15 00 

A.tvl AS, - - 120 00 

Arnlgen 135 OO 

Color SplittGF, SunQiJe 116,00 

riopi^y Drive. Unldrlve MO OO 

Han D Scon. C Ltd 295 00 

tViemory K/1od 500 2 megs ,.,,269 00 

fvloNseStlck. Adv. Gravis 8S00 

fvlouse. Cordless! 90 00 

Panasonic 1 (110 Comoro ....21500 

Perfect Sound 3.0 7^.50 

SCSI Controller, Byte/Sync .170 00 
SCSI Controller. Word/Sync 170 00 

SCSI Controller. Kronos 220 00 

SpKIt Boards OK 2.3't 99 

SlarBoGrd2.500/IOOOOK 245 00 

SupraPAM 2000 OK 160 00 

Trocltball. AmmAC 78 50 

Orders Only Please: 

800-544-6599 

VisaMC/CODs 



2414 Pendleton Place ■ Waukesha. Wl 53188 ■ 9 AM to 5 PM M-F 



Circle T34 on Reader Service card. 



ESHFIX 

EshFix: by Tom Eshelman (.'\mi- 
gaZoiK- file ^? 18152). AmigaDOS's Ed etiitor 
can now load in many more text files than 
it used to be able to diariks to EshFix. Esliftx 
will strip any and all binar\' characters from 
a text file so that it will load in to Ed. EsliEix 
doesn't alter the original file, it only creates 
an altered version (be aware of that if your 
.storage device is almost full). 

HPGL2PSANDXDRA W 

HPGL2PS and XDraw; by Rudolf 
Werner (AmigaZone file *'s 19144 and 
19143). Two essential utilities for users of 
XCad. HPGL2PS will convert the HPGL 
plotter output from XCad into PostScript 
format. XDraw allows you to import 
spreadsheet data from MaxiPlan Ill/Planit/ 
MaxiPlan (pick your name) or other 
spreadsheet programs into XCad. This 
makes it possible to import coordinate data 
into XCad withoui ha\'ing to t\'ping ii into 
XCad direcdy. 

MKDDIR 

Mkddir version 1.2; by Ron Shaw 
(AmigaZone file *18393). Version 1 .2 of the 
ONLY CLl-based directory creation com- 
mand cliat really supports Workbench. 
Mkddir's newest relea.se supports multiple 



drawer icons rj'pes, including:! coiipleof3- 
D drawer icons (which can be .selected 
eidier via ARI^'s Set command or via the 
included set utility' in Mkddir). A very 
handy program for those who create PD 
disk collections or other types of Work- 
bench-su pponing software. 

PPLANE 

PPlanes: by Michael Fahrion (.\mi- 
gaZone file =^18196). The old pastime of 
making paper airplanes has now been 
gready enhanced by the Amiga! PPlanes 
includes IFF pictures to help you create 
your own multi-color paper aiiplanes tviih 
any paint program that supports 640x400 
resolution (course you could just resize the 
pictures if you want your own MAM air 
force in.stead). In addidon to the mono- 
chrome template and folding directions, 
there is also a finished design and some 
ver)' nicely rendered paper airplane clip-an 
to quickly jazz up your own designs (I'S 
markings only in this set). 

QUICPREF 

QuicPref: by David Junod (.Ajni- 
gaZone file ^18195). If you print graphics 
often this utility may find a home in your 
system. QuicPref duplicates the Graphics 2 
screen in Preferences (in about one tenth 
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oa /Utadi Sub 3l.es 

A-mi M.95 

*W^ M.B 

MbnngMH „ M.S5 

««Maei.D» _....cAi.i 

Uv Bdhw ».»5 

Unayntirn 24.«S 

tiir4iD08T«>e<n 33.es 

«rhmfe .S3,es 

/Mm 4-0 Jr. ___ 57.es 

Aqtii Bint ^^ 23.05 

Aquuwil SS.eS 

AnMpriigia Z3.tS 

Ann h™.- ^^ 28.es 

Airt Aftk Advai. u.es 

Artm 2S.ie 

AamnMAreadiPacii ..._30.e5 

lAO, i»-B5 

bMnm or Pinnr tno 30.eS 

BlDMr> 2I.B5 

Qtf aiAM 23.05 

»»l ind (V> !'».« 

Biiito ct>B9 ».es 

BMIaHntiieQ- 3l.e5 

BUtilqtjctiin 24.e5 

B««dNii»kon .3l.es 

BuaMichT)* Cr Kt Inc. „ JD.es 

Bwd Band] ™ 30.B5 

BfnirkS 2Z.e6 

BkcliCiiMnii 24.e 

DlnkraUi CALL 

BbctDit 24.9S 

BbodMorKy _.-..a.e5 

Bka Angik 29.es 

BomJmrtw .•^«.^..,.,..-, 57 .es 

trarmtU 24.e9 

Brvcli II 30.es 

Brtdi or It* Rotal 24.95 

BroidcaitTllH IM.eS 

Ch Do ._ «4.es 

Clima BtnOkgn/ UBA .. 30« 
ISKinnUnClagii/WwIi] .iB.es 

Duttaoa - «■« 

Ctwi ..- 24.SS 

r ins 2i,« 

r2t« 31. «5 

OmiuqtMl - JO.es 

Mf DmI 10 1 lies 

miMaitirMicttw 24.96 

Codtnunt: Icsmtn 37 .eS 

Morari B<quMt I7.»5 

Oetav 30.9! 

CariHt Qlint 25.95 

ttfOteHfm JO.os 

CenfcMIKila(>«*4 29.99 

BiaCllMlol 3I.g_ 



cwm.,.- !«.»s 

CrtbagiKhi^ehKIng ...37.95 

eras DOB 18.95 

Ctnt tt th* ^n Ban^ . 25.95 

Dvit CuB* 2$.95 

Out Cullliy 23.95 

OitiStann ^ — .-,.2S.B 

DMUtlkOH 45.98 

MwlHCHnaCnnm ...31.95 

WaViiloiJ 30.95 

Dtlua Muit Conrtr 2.0 ...51.95 

MuaPiWIII B7.95 

DtlUBl Plrtotlb 97.86 

Mm PlW II 51.05 

O«lioa pTiKlucllom 123.05 

Mun vun in ei.es 

Mt»VUKVI.2 54.95 

[IdKtIl 24 95 

Dnl^ 30 59.95 

OMionuwnji 30.95 

D^UnAI 59.95 

DUIpiM3.0 34.95 

DIolvfcwftjkl 124.05 

D|)i«(k3D sz.es 

DIH2BHk 23,95 

DM U<IM 23.95 

Skk Mtchmio 54.95 

OkBri ■in 30.95 

Dm2D« 30.95 

OouMaOngon 24.05 

I)ooM.OttODtill 24,05 

□nig'i Miirt Aquartfln .... 44.05 

Oi. Doom't Bfwrgs Z3.05 

Origon Forw ... , ™ 31 .95 

Ottoon't Lik* ............... 33.K 

Cngon'tUlill C4J.I 

OraQDiB o( Rjm* „ Z5.9S 

O.U.D.E _. 29.05 

DiD^on Uistr ... 24.05 

DuvunUllUrAst 2 ..29.05 

Oung»!1 OutM 31 .95 

Oonlip UIIIDn 47.05 

EitlWHwrEiMbU 31.96 

Ban l^rtornw 35.96 

Eitatkru I Hig 159.05 

biDlon _. 22.05 

Eltinll.3 . 23.85 

eytof*™ 24 85 

P-I3 (xrtat nn - SI .95 

MO Punut BIm. 23.95 

FiVIB lnt>f«|ili> 31,95 

Fiton 31 .05 

Opanttin CmXanHIa ..15,95 

FtnuiWm J7,»s 

hn Ttm 25.96 

P-~*<"f~^fc aoii. 



fMviam .21.95 

R«nDr»oon 21.95 

nft aiirUata II 30.95 

EufDfMtn Be«n*ry Wk , 10,05 

fnjB VMto 107.05 

PoryDtUn Worth 24.95 

Futun Sound SO) B9.05 

BltJlIM II _.... 30.95 

BFA Baile 3.0 .^ 87.95 

BdW d4 Ita RMbu 24.96 

BoldRlBtl 24.95 

Bori 24.95 

Stabtl . 18.95 

Bnral Ptk CtrttA 2T.95 

SiniHp... ...34.99 

Halb or Maittzumt 28.96 

HaidbaDII 2S.95 

Hurfer Ccmbil abnukBr . 30.95 

HmIWM 28.05 

HMvy Buril 24.95 

H«vy tMal 28.95 

mux St If Lima 25.95 

Hiinji OuM S7.95 

HlWir _ J1.95 

Hijl»lnOm„„ 21,05 

Hoin Btddtr^ rum 58.96 

Hot^i 29.95 

Hound dBhidow 25.95 

HlVl«Bnito(9ll«9 21.95 

HunI Fix Rad OHoiw 31 .95 

ilaiiWirttin 24,95 

Indiana Jorva-AcOon 25.95 

Inlteu JoTva-Orafhfc 30.96 

IrtaataBm —24.96 

IrtKClHliga 28.95 

l<1ISCtd_„ 48.95 

InMon 134.95 

lnm*tan * 174.95 

tl Ca me Fiom Tha Daaaft . 3 1 .95 

JackMciiSaia Son 30.96 

JNCounaad ion ...14.95 

JH Couth Dlic II 14.9S 

Joan o( Are ...2B.95 

Jounay 31.95 

Kjfnprgn^pa ..„37.05 



KiriFonls Subhnd 


..44.95 Mhlbu>„.,, 


.97.95 


KaarOmThW ,. 


...31.96 NuctaarWar 


.»,95 


Kllng eima Vtatt 


...21.95 Omegi 


..30.95 


*M Wa* V2.B 


..,57.95 Onnt^BaaaliatSDnB 30.95 


Khg'a Quit 1Z3 « 4 


.. 30.95 OnrtplaK Horaa Flachg 


.,30.95 


Kt^rbm It En^and .. 


... 28.95 On Lha Plalhun 


..6e.B 


Krttft Fom 


.28.95 OpanlatWol . . 


..22.95 


Knitfts D( Lagand 


.. 30.95 Optica 


,117.05 


Kr1slal.7I» 


..31.95 Oiwald..... 


-.23-06 


Urabt 


...SI .95 Ouln»i 


..30.95 








Laallnea.m 


..24.95 Paga nanikrar3.D .... 


.94.09 


UillaaC 


. 199.95 Paga Batar . 


..50,09 


Labuta Bill Laflv 


.. 25.95 Paga Btraam 


127.95 


Lalain«i4tU<tyll 


,„ 10.95 Pot M4nl> FmiII-5 ... aa. 24,95 


UbniBiltLanylll... 


...»7.»5Paga1hhl»r 


..60,95 


UnisabKIl 


..21.95 Faganippar Plia/FX ..... 


..9?.96 


UtaandOaalli 


-.31.95 PararBtiHa ... 


_ 20.95 


iBtfewrti 


. 184.95 PapartMy 


.30 95 


Ui rtto of tha naing B V) 
LlfHK . 


.31.95 Pan Pal ... 


.84,05 


.. 19.» H»aar 


..54.95 


Maganan 1.1 . 


.118.95 Ftnton Pain 2.0. . ... 


.87.05 


Magic JomiHi 512 

Magb Jotmson 1 Mag . 




..57.93 


...41.95 PkwDnans 


..25.96 


Hinhunltr - Nan V<Ht . 


..30.95 FbalBDlot . 


..9295 


Haithunaf'Baifnnotaco.SO.M Phial of Lual 


.24,95 


Mankc MaiBlon 


..28.95 PcltaQuMI1nr2 


.30.95 


MalrbMinudan-... 


..21.95 Pod olftdUrea 


..31.(5 


MivlsBnain Typing ... 


-.51.95 Poputui 


.32.95 


Manaca 


... 19.95 Poalacdpt Fonia A,9.C «. 24.95 


MianfVta... 




..54,95 


Ulc«onHll[lW»1 _. 


.„jo.Oi Prnvdren . 


,25.95 


MtcTO FMia Fll> Flua „ 


.114.9* Piat*aat|... 


_4«.9S 


HldRacRu* Vl.l. 


..30.95 PrMHaautnua 


.24.99 


Mighl and Magic II 


...37.95 PmScdlll _ 


.2J.95 


ModalaiSD .... 


..58.05 Pro Bmar 


.21.95 


Monopoly 


..24.96 Pni Sound Daalgn 


.96.95 


MovlaSalfer 


...50.96 PraVHaoBotJ- ... 


174.95 


Mui*;SH]*j2.0 


..40.95 Pro Witta 23 „ 


.89.95 


Must X ... ..... . .. 


. 189.95 Pro-Draw 


11295 


NatnafwvU 


22.95 Profaaalena] Paga 


117.95 


Nauonnncar „.„.,.,„„ 


.,.28.05 StructuiadCHiArl.,,. 


..38.95 


Navar Mind 


.,21,96 Tannlalaa 


..36.96 


NawVoitiWanlon-l Mag 30.95 ProlHib 1 1 2 


..21.95 


Night Dnm 


.. 18.95 Pni|aa D> Baekifi 

MM Oni.n^/4nFU.T_fJ7rv 


.30,09 
it M 



MISCELLANEOUS HARDWARE 



AMIG€N S99 CHINON FB 364im. DR $82 

SUreH GEN $6*9 COIOR SPLtTTER }1 19 

SUFfR GEN 2000S INTISEN .i\U9 SOU) NSK SCANNER $S99 

MASNI dOOi SEN LOCK $I3«9 IMG SCAN $106 

FUCKER FIXER J466 SCAN LOCK $»19 

PERFECT SOUND W9 GVP 6S030 ACC. BD CAR 



PiA Samaa 29.99 

PiaHa aiaybuli 25 99 

Oii{*S»«t 41,05 

Oh _ 22,99 

Chjutaf Back 42,95 

QusarSouid 34,95 

Ouailron II 31,05 

Ran*olll 22,05 

Rarraiaga 24.95 

BJitan .—.... ...«. 22.86 

Raw Copy 34.«S 

Rad Ughtobig 37.05 

Ranagada 22.99 

Rtvmhg Nolitmk ZS.95 

Rkk Dingafeid 21.95 

Rk;kDavli«ocon1 Mag. 30.95 
Rl:k Davli «occarS12K... 24.95 

RHq Skk . 24.95 

Rbk „ 24.95 

Road Challanga 24.95 

Robooop 28.95 

Roekal Rangar 31 .99 

RogaiRablil 28,95 

Rornanoa/nvaaXlnodDmi 49.95 

RVFHonJi 25,95 

•avaga 21 .95 

>dull1a|iuel[ Qda 24.95 

»«al*h 24.95 

BaljblaPlitkium 57.95 

SaxVlxana'IXllarBpao* ..22.95 

Shadow 9l tha Batll 30,95 

Start AHack 24.09 

BWSI) 25.99 

SNnotl -_ 30.96 

StiiHapuekCda ....24.95 

BUotnui 27.95 

Btn MtK 28.96 

BtataWara.. 31.95 

Sky Shark 22.95 

BkjftM 1 2 88.95 

SoUHia Royak 10.05 

Soirafiaii ..30.09 

B«roanf lord „.. 22.06 

Bpaoa Ouaal 1 i>r2 30.95 

spaoa Ouaal S......,^.,..,. 37 .95 

Bpaoa Raoar _ 10.06 

Speedbil 25,05 

StarConrrand 31.95 

BtarTretnTliaFkul Front 34.05 

StarWara ...24,09 

BKUrCrmaaa _ 39.05 

SMjPntadl 23.95 

BUyi - 21.05 

SiaiarBatk 48.09 

Si4Mrbaaa Panoral 48.96 

iiiwitm f (norm 2 ELS. 



IVS Trumpcard Hard Drive I Trumpcafd 500 Haid Drive 
Packages for A2000 Series I Packages for Amiga 500 



Seagate 

sr-lS7h4-t « Meg -28ms.,579 Doflvsrsd 
iT-)77r4-60Meg NEW ....729D«i«veredl 



Biaiartiaaa Pro 3.0 189.95 

Suparplin 87,95 

Supannan 24.95 

Bupanlat l» Itoekay 30.95 

Blurt Car ,, _ 25,05 

BM>rdolBodBn 28.96 

am nti<< Tallin 31.95 

Tir^n.... 24.05 

Tianaga Nln|a rutm ..... 25.95 

Timptaol Ooortl .„ 31.05 

Talrta 20.05 

Tad Ed Pkia _ 48.89 

T<alDl«A2-7haOual ...27.«S 

CaBarta dial. .-. 14.(9 

Eurofaan Chal. 14,96 

MuadaCin ...14.99 

BuTWcara _ 14.99 

Thalr Hr»st tins 37.95 

Tlvkllw 57.99 

TlikdCowtar.,. 28,95 

ThudRbga ...29.99 

TTimfcBlada 29.96 

TXO ,., 24,95 

TnclwiOoaat,.. -.21.9! 

TortoBllwSOIMto.. 112.95 

TV Shmi 64.06 

TV Taut-. .64.95 

TV TadProlaasbnil 99.95 

Trdlljlfj Ransom... 19.95 

Typhoon 01 aiaal ..31.06 

Ulton4 38.96 

U«lmi Itl 24.95 

IMiaraaS 31.96 

Valefan _ 19.96 

VUao Eltadi 3.D 111.95 

VBao forts, 28,95 

VklaoSoipa3D20 ..115.95 

Vhdfcatnra ...,C*iL 

VIP Prolan bnal.. 68.95 

VMa 3-D 87.95 

Vha-Aniga .122,95 

VIXOrrtia .51,95 

watiH 28.99 

War Sama CoHtnxIbn ,. 10,09 

WarolltaLanca 25.95 

Wayne Oratity Hockay 30.95 

WDdBbaala ..28.99 

Wlltw 25.9S 

WlndWilxi 2S.95 

Winga 01 Fuiy 25.95 

Wfcard'a Crom 25.95 

Woria Plalkium. Ttit CALL 

WorUAIaa.. .„JS.9J 

X-Spaoa B4.« 

Zak HoKracIwi 28.95 

TorkZaro M« 



Seagate 

«T-lSrK-l 40ME«.-2lmi. .510 Da 

8T-177H 80MEO IIEWl 879 DB. 

ST-277H.1 60 MEO .619 Da 

aT-29<M aOMEO 829 OEl 

Quantum Pro Drive 

40MSSSCSIProDrVe SIODa 

aOMEGSCStPrnOrtire..... 840 Da 

100ME«SC3ProDft«.... 0« DB. 

ttKHUta kskjcklVB TnjnpcaidBCSI haid drtw eot 

nbk aoltnra and FDEE drilKTT Inlha Donlguoua 

tJSA TTrfahnetan ap arT t ltf Ul 1 ll It a bactjoa. 



Hard Drive Card.<r (A-2000) 



Seagate 

eT-157N-1 49 UH - 28 ma , 939 DEL 

aT-177N 80 MH HEW I 809 DEI. 

Quantum Pro Drive 

40MES sea Pro DrVe „..,. 639 [3EL 

eo MEG sea Pro DrfcB 8*0 DEL 

lOOMEGSCSProDtVB..... OiODEL 
diaia card! Inckjda IVS Trunrcam cmr, mourthg 
brtt. 1*1, aoltwart, and F1IEEd«ll<«T>nUiaoont- 
IgnnaUSA. 



Quantum Pro Drive 



« Meg SCSI Pro Dtlvo - 
80 Meg SCSI Pro Drtvo - 
100 Meg SCSI Ptt3 Drive - 



6790HJVBSD 
929DejVEISD 
JWDaiVBSI 



T^^Mv PoclogM ^hjd* TFWTfXiwt^ EOO wrvhwuw. rva 
^' -"r" '-'*'"-*'-'-" -' — ' ln^ IV arm iiii'w. I 
fv corfl^joi^ LISA 



rnimpcdd 500 Rom Eipondw CHoaatita 
. 9IIk . 1 MEO • 2 MEO • < MEQ 



Seagate SUPER SALE 



MEIWORY 


HunncANE 




Huiiteano 2eOO/M<BO 




Himlccrw SCO/itCHO 


.....Col 


ProBaml.6/S12k 


„ 119 Dal 


SUPIA 




Supra Rom BX) 


....03 0*1 


Supra Bom 3000 ■ 2 MB 


.WJDlH 


Supra Sam 2000 . 4 MB 


,. 4W Del 


Supro Ham 2O0O - 6 MB 


.630 Del 


SufnonamTSXO -« MB 


.7eODrt 



InchjdaaFrM dollvitv In tin ConHnantal USA 



VISA 




'"^S^" 



ST-1Z5N 20 Mao -SCSI 

ST-13eN 30 Mag SCSI 

ST-157N 49M«o-SCSI 

ST-l57fJ.149M«()-28nii 

ST-177H 60 Man -SCSI 

ST-225W 20 Men -SCSI 

ST-251N 40Mig.SCSI 

ST-277N.T SO Mag - SCSI . 
ST-296N 80 Mag. SCSI 



, 2B0 

, 2M 

328 

349 

469 

255 

375 

<2B 

458 



Quantum 



Pro Drives 

-10 Meg SCSI Pro Drtvo U9 

80 Meg SCSI Pro Drive 6W 

100 Meg SCSI Pro Drive 779 



XETEC Fast Card 

HaniarhmPackagms totAnOgalOm 



Seagate 

ST-157N-I 49 Mag-28nii 519 D«l 

ST-177N-M Mag HEWI 679 Dal 

Quantum Pro Drive 

40 Mftg sea Pro Drtvo 019 DEL 

50 Meg SC3 Pro Dt^a „„,„ BOO DB. 
100 Meg SCSI Pro DrVo MJCCL 

Corel fwhjnw X**^* CWAi hod, «,tci*Mor BOM oytt^ 
corfla cteurty, 35 ethics cori\, dit, uta*« rrcf«jal, 
mi MUVBtr IH THE C0Hn9llOU34a STAIIS 



XETic Fast Card System 

Hnul OrW» PocktiBw tof Amiga 600 



Seagate 

ST-I57N-1 49Mag-2em« 699 Dal 

ST-ITra-M Mag NEWI ...,. .849 0al 

Quantum Pro Drive 

40 h4eg sea Pro DrVe ...,„ 799 DEL 

(0 Meg sea Pro Drtyo 1049 D£L 

100 Msg sea Pro Drive .,., 1 IS* DEL 

S¥i»»m kttjdwAdcai^ -j»i(>j<e4wol ssrj.a^bnjF*. 

iT^<x-xir Fai^rT*dikh.rtisiita««ili iN*4;l*tf3C3icabto 

Wih ptrrfw lur^v "Td Ian 

nut DIUVBIV IM THE CONIKiUOm 4»9T*TB 



VIDEO PACKAGE 

PANASONIC MIO CAMERA 
IWM Lf NS Wrm VARIABLE IRIS 

COPYSTANO wrm lights 

DIGIVIEW GOLD 

$419 DELIVERED! 



MASTER 3A Disk Drive 

1010 Compotibl* 6 IOC 
'Free DeOveiy Is Ihe Coriipuaua SMw 



MftS^i:ard 



tmsKmrn 

• Mi^i a% iti^ni te rim 







CALL US 
FOR ALL YOUR 



PRINTERS 



— Its 

-.239 



COt^MODOlif 



MIGi 



NEEDS 



^ 



■^ -■-;—-— ■T-r •»!--«— «hl»r» WiilgltOf IT H f MB 

*?_??■ I^Ifl^i^ •^ "« o™" »*■•• kf^i3b I 



NO CREDIT CARD 
SURCHARGR 



Plmiw* 1191 

fanosofllc 1124 ...... 

Paw>»ikin4WW .— ...4M 

»Ur KK-IOOT 1st 

Bbr KS-IOOO UuM FonI 2 NfWHEVW NEW IM 

Btti W-IIMO Raiito> (ootec) JH 

IHr KI-2400 rn 



Modems 



Avall]( 2400 HC 12t 

Avataj(24O0E , 10( 

Avatt«9600 ExIanwINEWI ,',!,',T939 

Supna MDOtI Intama! (A^OOO) 139 



Supra 2400 Ext. 
Modem & Cable 

•$119* 

FREE DELIVERY 

^_^_li>ihc4gXpnri£uoiM Statei 
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ORDER tNFOHMATtON 
414-3S7-8181 FAX 414-357-7614 
P.O. BOX 17882 Mllwaukea. Wl 53217 
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the size) and lets you change any of these 
settings, Quicl'ref can even pop in front of 
any screen for convenience, IF you are 
using version I\' of PopCU. 

CRAPS 

Craps: by Art Tedeschi (Shareware: 
$20). If you care at all about the game of 
Craps you'll love this simulation. Las Vegas 
Craps supports the Amiga's graphics, ani- 
mation, and sound capabilities about as 
well as you can expect for a shareware 
program (including die I-IUGE icon for the 
main program). Of course this simulation 
allows ever>' bet that you would be able to 
make in a Las Vegas casino, plus you can 
set die minimum bet and the odds multiple. 
If yoLi know notlaing about Craps, don't 
worr>f since this program makes learning 
easy and ftin. In addition to a very nice 
HELP system which can explain more 
about the game than you ■would ever want 
to know, there is also a "Craps Assistant" 
which will tell you which bets are wise to 
make. Even more impressi-\'e is die Strategy 
editor/simulator where you can create 
betting profiles of a person by recording 
ever\'thing they do (or just input a betting 
profile on your own) and then test the 
soundness of it by simulating an actual 
Craps game environment witli up to four 
simulated betters. There are other nice 
features like a percentage breakdown of all 
rolls that have been made (including 
comparing tlie number of times a dice 
number has come up with the number of 
times it should have appeared), animated 
dice and stick and tnie random numbers 
(based on tlie number of microseconds die 
Amiga has been on). Serious competition 
for Microlllusions' commercial craps simu- 
lation Craps Academy. 

HOCKEY 

Hockey version 1.2: by John Samtiels 
(AmigaZone file =1871 2). An update to the 
almost forgotten abusive card game 
Hockey. New features include a new statis- 
tic called "The Human Stupidity Factor", 
which shows how many times your imper- 
fect logic has caused you to play the wrong 
card. You can also record a play-by-play 
log of a game, and the Amiga's card playing 
ability is now e\'en better (not tliat it 
needed any help, but you know diat your 
Amiga hates to lose, right?). Finally, you can 
edit the insults, file the Amiga uses, and 
input your own just in case you want tiie 
Amiga to humiliate and anger its human 
opponent even more. 



System shown 

includes a 

FastTape backup 

streamer 

plus a 

FastTrak hard drive. 




FastTape available 

in capacities of 

60 and 150 Meg. 

Standard FastTrak 

capacities include 

20/40/80/150 Meg. 



...u.^k'^ Hard Drive Systems 
for the Amiga® 500/1000/2000 

..,,, Cg// Xelec or your dealer for pricing and delivery. 

^^1.^1^2804 Arnold Rd. Salina, Ks. 67401 (913) 827-0685 

Amiga is a registered trademark of Commodore Business Machines, Inc. 
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SETMEM 

SetiMeni: by Mike Berro (.AmigaZone 
file -18610). For programmers and others 
who must find out how much memory you 
need to run a piece of sofr^-are, SeLMem 
allows yoi: to specify' (to as close as eight 
b>ies) how much FAST and CHIP memory 
you v.'ant to be available in tile system. 

SHOWFONT 

ShowFont version 4.0: by Arthur 
Johnson (AmigaZone file »18319). Version 
4.0 of die font- viewing program ShowFont. 
The big addition here is that you can 
reassign die FONTS: direaorj- from v^-ithin 
the program (NOTE: ShowFont will NOT 
rea.ssign the FONTS; directory when you 
e.\it the program). You can change the 
number of liltplanes used in ShowFont, not 
only to speed up scrolling display, but also 
as "preparation" for support for color fonts 
(according to tlie author), 

SPEED 

Speed: by Jez San (AmigaZone file 
S518464). Compedtion for die Cramden 
Utilities' SI program has finally arr\'ied from 
a.ssembly master Jez San (author of the 
StarGlider). Speed will benchmark yoyr 
Amiga's CPU/memory sp>eed compared to 
a stock A2000/A2500 (in terms of ratios). 



Next monlh, I will be talking about some 
great animations, including many from die 
often ignored commercial animation pro- 
gram Aniniator:.-\pprentice. As always, I 
can be reached on the .AmigaZone on 
PeopleLink (ID: G KIXSEY), or on die 
IDQMP BBS (617-769-3172, 3/12/2400 
baud, 105 Megabytes online, ninning 24 
hours a day, addressed to SYSOP). If you 
ha^-e written a public domain/share\\-are.' 
freely distributable program, or ha\'e ob- 
tained one tliat y oti tliink is worth mention- 
ing to all Amiga owners, then j^lease at- 
tempt lo contact me via die above contacts, 
or through Amazing Computing. 



For information on obtaining some the 
programs that aren't listed as being on 
PeopleLink (or for diose who don't have a 
modem), please write (and/or send S2 for 
an .Amiga PD catalog di.sk) to: 

S.VUUG 

1015 S. Artery «-112 

Quincy, MA 02169 

•AC- 
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magazine, as well as a special disk with programs and background information, each 
month. Whenever possible, AC combines two issues on one disk and maintains the low 
cost of $6.00 to its subscribers. Why? Because AC believes the Amiga public deserves a 
publication which, not only provides indepth coverage of Amiga advancements, but also 
places its readers' interests first. 
Amazing Computing for the Commodore Amiga — the choice of serious Amiga users. 



Bug Bytes 

The Bugs and Upgrades Column 



by John Steiner 



There are lots of upgrade notices this 
montli, but I'irst here are a few bugs and 
workarounds to fix some of them. 



Gold Disk's latest release, 
Professional Page, Version 1.3 provides 
excellent dot-matrix output, and die 
Compugraphic fonts display on screen 
beautifully. As widi any major I'elease, we 
have found a couple of problems and 
workarounds. Several users found that die 
location of an object during page layout 
and die location on the page after prindng 
to dot matrix are not the same. Objects are 
placed 1/4 inch down and 1,'4 inch to the 
right of where they were placed on the on- 
screen page. Postscript output is unaffected 
by the problem. 

Gold Disk is a^'are of the bug and is 
working on it. In the meantime, there are 
two possible workarounds. If your printer 
has a repositionable paper feed 
mechanism, you can misadjust tlie top and 
left; margin by 1/4 inch. If you have an HP 
LaserJet or compatible, an HP DeskJet or 
another sheet-fed printer that will not let 
you position die paper, the easiest 
workaround for die problem is to set the 
page's left and top margins to 1/4 inch less 
dian their proper position. This will 
essentially offset die output by the correct 
amount, and allow the printout to be 
positioned propedy. 

There have been a few complaints 
about the hard-disk install utUitj' in 
Professional Page 1 .3- Some machines had 
no problems with the installation, yet on 
others the installation soft^^'are refused to 
recognize the ProPage program disk. Users 
who ran into the problem ended up 
installing the program manually by 
copying all the as.sociated files to their 
correct locations on the hard disk. While I 
was assisting one person with his upgrade, 
the reason for the problem came to light. 



Upon investigation, I found that the install 
program does not work properly when 
used with die ARP command set. If you are 
using ARP to temporarily assign a C: 
directory that not contain official 
Commodore-issued C; commands, dien 
the problem is your own and not Gold 
Disk's fault. 



In EMail this month, I received a letter 
from Mike Montona. He recently bought a 
Commodore A590 hard drive. He has an 
Amiga 500 widi 1 Meg RAiv] and 1.3 
Kickstart. When using Excellence! from 
Micro-Systems Softv.'are, the computer 
would Guru every time he clicked on 
"Save" or "Save as". It made no difference 
whether he was running it from the A590 or 
the floppy disks. He was having problems 
with several other programs as well. He 
was able to get in touch witli Andy Finkel 
at Commodore, who had been looking into 
this problem. According to Mr. Finkel, the 
programs that were having problems were 
those that use memory location as a 
pointer. Excellence! was looking at 
locadon and expecting to get a back; 
any odier value at this location wou Id cause 
a crash. The problem is twofold. First, older 
versions of the fast file system were setting 
location as a pointer to GDOS. Second, 
Mr. Finkel commented that any programs 
which reference niemor>' location were 
always in danger of crashing. 

The solution to the problem is to 
update the fast file system to the latest 
version. Boot from your A590 Install floppy 
and i-un HDToolbox. Go to die pardtion 
drive page, select Ad\'anced options and 
select Add/Update File Systems. On the 
new page, select Update File System and 
give it a new \'ersion number; otherwise 
leave it alone. Next, click OK on the 
requester, then OK on the page, and click 
OK on die partition page . Back o n the main 



page, click on Save Changes to Drive. Then 
turn your system off, and boot from the 
hard disk. That should fix the problem. The 
latest version can be found on the 1.3-2 
Workbench distribution. 



I recei^'ed a letter from S. L. Simons, 
Jr. of Houston, TX regarding a hardware 
problem. Mr. Simons installed a Xetec 
FastTrak SCSI hard-disk system and found 
that it wouldn't work properly with his 
Minimegs memory expansion. The 
technical support representative at Xetec 
ex]5lained that there was a good reason 
why the two products could not share die 
expansion bus, and pointed out that Xetec 
v.'ould soon have a memor)' expansion unit 
for sale that would work. The .M.A.S.T, 
representative was much more helpful. It 
seems that the rsvo devices "would trj' to 
configure at the same time, and the 
problem was easily solved by in.stalltng a 
diode in the Minimegs according to their 
inslaictions. Mr. Simons goes on to 
co.mment that the modification is in place 
on all units currently being shipped. 



Also in diis month's mail bag was a 
letter from George Bailey who commented 
on problems with tiie Antm format 
DeluxePaint III vises. 'VideoScape 3D anims 
return a "Not a valid Anim file"' reqtiester 
w'hen DeluxePaint III tries to load them. I 
have also heard of diis problem vi-d 
messages being transmitted -over the 
electronic nerft'orks, and I ha\-e run into die 
problem 's\'hen loading aninis generated by 
programs other than VideoScape and 
DPaint III. Mr. Bailey compared the 
headers of bodi kinds of Anim files, and 
noticed diat diey have different data 
chunks. If you have found any 
workaroimds to this problem, let me know 
and I will pass the word around. 
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Trevor Briggs ofTampa, EL answered 
the request posed in the September, 1989 
"Bug Bytes" regarding Activision. The 
company was taken over by Mediagenic. 
He wrote them about upgrades for Music- 
Studio, and after several montlis has not 
received a reply. He has also heard aimors 
of a public domain program that lets you 
use digitized instruments u-ithin Music 
Studio. If you know of such a program, let 
me know. I'll pass the infomiation along. 

Mr. Briggs also a.sks if there might be 
an upgrade to Pagesetter. A quick call to 
Gold Disk provided the good news. 
Pagesetter, currently shipping in Version 
l.le, is being upgraded. The spokesperson 
could not provide any information as to the 
new features being added or the expected 
shipping date other than to say, "First 
quaner, 1990.'' She commented that detaOs 
on upgrade policies would be made 
available when tlie program is ready to 
ship. 



Gerry Hull of Creative Focus has 
released a new version of Better_DJ 
Version 1.1. The Better_DI is an enhanced 
printer driver for HP DeskJet printers. The 
new release takes care of a problem that 
causes extra pagefeeds when printing with 
ProWrite. This version also corrects a 
problem that could arise with Pen Pal. 
Better_DJ is freely redistributable, and is 
found on several information ser\'ices and 
bulletin boards around the country. 
Creative Focus has also incorporated these 
changes and provides a more fully featured 
DeskJet driver called Super_DJ. 



Jim Rickman of Interactive 
JVIicroSystems sent a notification stating 
that owners of Media Processor, a video 
production software package, can upgrade 
to Version 1.3, Rev 4 at no charge by 
mailing in their old disks with a stamped, 
self-addressed en\'elope. 



Mike Smithwick, autlior of Galileo, 
the Amiga astronomy program, wrote to 
tell us that the software is now being 
published by Virtual Reality Laboratories. 
The program has been upgraded to Version 
3, and has been renamed "Distant Suns". 
Improvements to calculation speed, 
requester design, and general 



enhancements and bug fixes have been 
made. Two new databases are also 
a-\-ailab!e. Deep-ski,' objects has over 200 
images of galaxies, nebulae, and star 
clusters. The Skymap database will display 
20,000 stars. Upgrades are available to 
original Galileo o't^ners only tluough the 
author. Send your original Galileo master 
disk and SI 5. 00 (CA residents must include 
sales tax). 



Digi-View Gold 4.0 is now shipping 
from NewTek, Inc. The software upgrade 
to the most popular Amiga digitizer 
contains an impressive new video mode, 
4096-color, high resolution. The new 
graphics mode is called Dynamic HiRes, 
and uses a technique whereby the high 
resolution l6-color palette is changed widi 
each new line. The program also supports 
image noise reduction, and "fringe-free" 
HAM modes, ARexx support, super bitmap 
digitizing, 24-bit color .support, and .several 
other new features. The upgrade is S24.95, 
plus $6.00 shipping and handling. To 
upgrade, send your name and address and 
S30.95. 



TV'Text Professional is a high-end 
video titling program from tlie Zuma 
Group. The program supports all screen 
resolutions except HAM, Amiga color 
fonts, and color animation effects such as 
glints, glows, and sheens. The product is 
available to owners of tlie original TV'Text 
as an upgrade in conjunction with Zuma 
Fonts. If you order your upgrade with 
Volume 1, 2, or 3 Zuma Fonts, the upgrade 
cost is S50. The Volume 4 font set and 
upgrade is S55.00, and an upgrade widi 
Volume 5 fonts is $65.00. 



That's al! for this month. If you have 
any workarounds or bugs to report, or if 
you know of any upgrades to commercial 
software, you may notify me by writing tO; 

John Steiner 

c/o Amazing Computing 

P.O. Box 869 

Fall River, IVIA 02722 

...or leave EMail to Publisher on People 
Link or 73075,1735 on CompuServe 

•AC- 



Products Mentioned 

Professional Page 1.3 

Gold Disk 

P.O. Box 789, Sfreetsville 

Mississauga, Ontario. 

Canada L5M 2C2 

(416)828-0913 

Inquiry ^200 

Minimegs 

M.A.S.l 

Memory and Storage 

Teclinology, Inc. 

3881 BenatorWay 

CNco, CA 95928 

(916)342-6278 

Inquiry #201 

FastTral< SCSI Hard Disk 

Xefec. Inc. 

2804 Arnold Rd 

Salina,KS 67401 

(913)827-0685 

Inquiry #202 

SuperJDJ 

Creative Focus 

P.O. Box 580 

Clienango Bridge, 

NY 13745-0580 

Inquiry #203 

Media Processor 

Interactive Microsystems, Inc. 

80 tvierrimacl< Street, Ste. 20 

P.O. Box 1446 

Haverhill, MA 01 831 

(508) 372-0400 

Inquiry # 204 

Galileo Upgrade 

Mike Smilt^wick 

25215LaLomaDr. 

Los Altos Hilts, CA 94022 

inquiry # 205 

Digi-View Gold 4.0 (Upgrade) 

NewTek, Inc. 

115 West Crane St. 

TopekcKS 66603 

(800)843-8934 

Inquiry #206 

TV'Text Professional 

Zuma Group 

6733 N. Black Canyon Highway 

Phoenix, AZ 85015 

(602) 246-4238 

Inquiry #245 
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Roomers 



by Tlje Bandito 

pTIie statements and projections 
presented in "Rooniers "are rumors in 
the purest sense. The bits of 
information are gathered by a third- 
party sotircefrom ivhispers inside the 
industry. At press time, tbey remain 
unconfirmed and are printed for 
entertainment value only. Accordingly, 
the staff and associates of Amazing 
Computing™ cannot be held 
responsible for the reports made in 
this cloutmu} 

REFORM 

While public aitention has been 
focused on the incredible changes taking 
place in die Commun ist Bl oc, some equal ly 
amazing transformations are happening at 
Commodore. There are similarities to the 
current changes in tlie Soviet Union and at 
Commodore. After many years of denying 
that anything is wrong with the economy, 
the old leaders have been replaced. Many 
years passed while new leaders were found 
to pursue the failing policies of the past. 
Finally, a young, energetic leader with 
vision has replaced the last of the old hard- 
liners. 

WidT diis new leader has come a 
series of breaditaking dianges in poUcy. 
The new leader has moved rapidly to 
consolidate his power base, tossing out the 
aging bureaucrats who had proved unable 
to do die job. With a cadre of new staff, the 
leader has embarked on a new policy of 
Glasnost (openness) and has proved his 
mastery of public relations. At the same 
time, he has begun Perestroika 
(restructuring) to move his enterprise into 
the forefront of the worid economy. 
Gorbachev and Coppemian have much in 
common, don't diey? 

Copperman's stated goal is to bring 
Commodore into the same league as IBM 
and Apple. To do this, he must enhance 
Commodore's image, which is one of the 
ina,in goals of tlie new ad campaign which 



uses celebrides such as Tommy Lasorda, 
Litde Richard, Tip O'Neill, as well as 
astronauts Buzz Aldnn, Scott Carpenter, 
and Gordon Cooper. Of course, 
Copperman must improve Commodore's 
substance as well. This means better 
distribution, as well as presendng new 
reasons for people to buy Amiga s, and 
selling more Amigas. 

Copperman plans to increase 
su pport for software developers in an effort 
to get more and better software for die 



"Copperman plans to 

mcrease support for 

software developers in an 

effort to get more and better 

software for the Amiga. As 

part of the incentive plan to 

get better software, 
Commodore will step up the 

pace of product 

development and improve 

the speed, resolution, and 

number of colors offered on 

the Amiga." 



Amiga. As pan of the incendve plan to get 
better software. Commodore will step up 
die pace of product development and 
improve the speed, resolution, and number 
of colors offered on the Amiga. Marketing- 
wise, Commodore will focus on interactive 
training and desktop video as key markets 
for tlie Amiga. Hey, sounds like they've 
finally noticed where the Amiga really 
stands out. 

ATTENTION, PLEASE 

Meanwhile, the PR blitz continues. 
From being totally unseen a few mondis 



ago, Commodore has gathered a suiprising 
amount of ink in major media outlets 
recendy. Mentions in Time, as well as a 
Forbes article stadng diat the Amiga is tops 
in multimedia, and a cover story in 
Marketing Computers zboux the Amiga and 
Copperman's revamping of Commodore, 
have expanded the range of Amiga 
publicity. 

In an unusual appearance, 
Commodore Chairman Irving Gould was 
die keynote speaker at the Software 
Publisher's Association meeting in 
Montreal, Canada. Of course, he hyped die 
Amiga. The Bandito diought it was 
interesting that he used "multimedia" as his 
hook — you know, the same buzzix-ord 
that Apple's been using in their advertising 
lately. It's no coincidence that a recent 
Business Week article called Commodore 
"The Leader in the Multimedia Field". 
Seems like Apple's advertising is helping 
Commodore quite a bit by making 
multimedia a hot topic; Apple can't provide 
a soludon, so people turn to Commodore. 

For any of you l!\dng in a cave 
somewhere, die Bandito will now present 
some information about how Commodore 
is actually advertising die Amiga. The basis 
of the strategy is Commodore's attempt to 
re-posidon the Amiga as "The Computer for 
the Creative Mind". Commodore, 
dissatisfied with previous advertising 
efforts, retained a new ad agency in May: 
Messner Vetere Berger Carey Sciimetterer 
(say diat diree times fast) to develop the 
television and print campaign. 

The print ads display photographs of 
Amiga users, ranging from a kid making a 
birdiday card all the way to a neurologist. 
The ads have run in a seven-page clump in 
Time, Newsweek, and Life magazines, and 
will appear separately in other magazines. 
For the most part, reaction among dealers 
and developers is positive but guarded. 
Everybody is hoping die ad campaign sells 
more Amigas, but after many years of 
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BRIDGEBOARD USERS! 

Don't waste money, slots, or desk space buying extra 
IBM-compatible or Amiga floppy drives! The Bridge Drive 
Commander + gives you direct access to all your internal 
and external Amiga drives from the Bridgeboard, and direct 
access to IBM type 360K and 720K drives from AmigaDOS. 
Bridge Drive Commander + is totally transparent and 
automatic. Put an IBM type disk in any drive and use it just 
like on any IBM compatible! Put in an Amiga disk and return 
to Amiga use! Jusl that simple, just that fast! One drive can 
use Amiga disks at the same time another is using IBM- 
compatible disks. Disks are completely usable by other 
Amiga and IBM-compatible computers. All hardware, no 
software drivers to load, no precious memory or expansion 
slots used up. Plugs onto motherboard at internal drive con- 
nector. (No soldering or wiring changes.) Compatible with 
all Bridgeboards (8088, 80286), SideCar, all accelerator 
boards (any 680x0), hard disks and other hardware and 
software. 

Bridge Drive Commander -(- S 97.50 

MJ SYSTEMS 

1222 Brookwood Road, Madison, Wl 53711 

1-800-448-4564 

(24 hours MasterCard/VISA) 

Product names are trademarks of Iheir respecitve corripanies. 
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promises, no one's willing to get very 
excited. Yet. 

By the way, all the partners at 
Messner, et al. have Amigas — and diey 
actually use them. This ha.s gotta help them 
create better ad\^ertising for tlie Amiga, 
since they have some idea of what the 
machine can do. 

Commodore is to continue its 
advertising blitz Into the first quarter, 
concentrating on A2000 hardware and 
applications. The objective is to attract the 
high-end buyer in specialized markets like 
graphics and video. Developers are 
stunned by the idea of continuing 
advertising for the Amiga, since it's 
something they have not seen before. Now 
the developers have to figure out how to 
take advantage of the fact that Commodore 
is actually trying to sell Amigas. 

FACTS AND FIGURES 

While Commodore is doing all the 
right things for 1990, current sales are still 
in a stump. Commodore announced a first 
quarter loss of S6 . 5 miSl ion on sales of S 1 65 
million. These are down from the $9.6 
million earned on S200 million in sales in 



the quaner a year ago. The press release 

claimed that this stunning decline in sales 

v.'as due to waning sales of the Commodore 

6-i. Commodore claimed that sales of lioth 

the .\miga and PC done lines were up. The 

Slock is now floating around 7 1/2. The 

Bandito remembers when it was closing in 

on 20 just a few months 

ago. Looks like the big 

investors are betting ^^^ 

against the .^.miga, but 

the Bandito predicts tliat 

the Amiga faidiful will be 

the ones who have the 

last laugh. However, it 

looks as though die C64 

is finally on its way out, 

taking its rightfi.il place in 

computer history. Now if 

Commodore can just sell 

half as many Amigas in ±^=^ 

the next year... 

While things are going well for 
Commodore in lining up new distribution, 
times are tough for publishers of Amiga 
soft-ware. Why? Full-line .Amiga distributors 
(that is, distributors who carry products 
from all Amiga hardware and software 



publishers and .sell to retailers) have always 
been rare, and they're getting scarcer. 
Southern Tecltnologies. for years the 
biggest distributor of Amiga hardware and 
software, is reportedly deep in debt and has 
sold out to a\'oid complete bankruptcy. 
Several publishers are owed large amounts 
of money by Southern Tech, and the 
sudden uncollectability of that money 
could put them in a precarious position. 
The new owners promise some jiaitial 
repayment, but not more than a fraction of 
what is owed. This all makes it tougher for 
a publisher, who iio^' must either deal wiili 
individual retailers ta lime-consuming task 
considering their numbers) or become an 
affiliated label of a large publisher to gain 
access to their distribution ability'. On the 
other hand, more of the main-line software 
distributors like Micro-D are starting to 
carr\' Amiga products, but only a fe^' are 
hot sellers. Distribution will likely continue 
to lag behind jVmiga sales for quite a while, 
even though the market for Amiga 
products continues to grow. 

WHILE WE'RE ON THE SUBJECI... 

Does Commodore really intend to 
go dirough with die so-called C65? The 
CI 28 has already been dropped, and die 
C64's sales are slowing down so fast it 
could be down at the level of die .A.tari ST 
by Christmas 1990. The Bandito still hears 
whispers that Commodore intends to 
replace the aging C64 with the "C65" 
sporting 256-color graphics and a 4-MHz 
6502, The Bandito pleads widi anyone at 
Commodore to shoot diis one in the head 
before it lea\"es the 

door. Doesn't 

anybody remember 

the Plus/4 fiasco? 
Look, don't take the 
Bandito's word for it. 
Try this simple test: 
Approach any 

software developer 
currendy makljig good 
money in the 
marketplace, have 
them sign the 
"'^^^~-" customary non- 

disclosure agreement 
so they won't blab your ultra-secret 
technology, then show them the machine. 
Now ask diem if they will develop software 
for it. The more polite de\'elopers will 
manage to stifle dieir laughter before thev 
say .\0; but be prepared for most 



"Commodore is going to 
continue its advertising blitz 
into the first quarter, 
coticentrating on A2000 
barditare and applications. 
The objective is to attract the 
high-end buyer in- 
specialized markets like 
graphics and video. " 
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MICHIGAN SOFTWARE 

43345 Grand River 
Novi, MI 48050 



AUTHORIZED AMIGA 
DEALER 



(313)348-4477 
Call for current prices. 

For The A-1000: 
•The NEW INSIDER II 
•KWIKSTART 1.3 ROM BOARD 

For Dealer inquiries, call 

(313)685-2383 



Circle 11G on Reader Service card. 

developers [o just laugh hysterically. Get 
tlie message, Commodore? Nobody wanti 
to do 8-bit software anymorel Besides, 
none of tlie companies are willing to take 
any risks on a new software format. Look 
how hard it is to convince developers to 
w^rice for the Amiga, a machine with over a 
million sales and four years longevity 
behind it. Save yourself a bundle of money 
and burn all your notes, designs, and 
prototypes of the C65. Then, put tliat 
engineering talent to work on new Amiga 
projects. Better yet, why not "accidendy" 
leave the C65 plans lying around outside 
Atari headquarters? 

CHANGING THEIR TUNE 

In the past, the Bandito has taken a 
somewhat adversarial tone in talking about 
Commodore and its actions. This is only 
natural — Commodore has spent the last 5 
years in tunnoil, and certainly every .\niiga 
owner, except diose who work in West 
Chester or those who are cercifiably 
deranged (the two sets are not mutually 
exclusive), has felt that the Amiga has 
succeeded in spite of, rather than because 
of, Commodore's efforts. We have seen a 
procession of presidents parading past us, 
each promising: Things Will Be Different 
This Time, and The Amiga Will Really Sell. 
Yeah, sure. They made some pretty 
speeches, but the fundamentals didn't 
change and Commodore went right on 
being inept. 

Well, the Bandito feels that things 
have really and truly changed. Perestroika 
is taking place in West Chester. Hany 



Coppei'man has conducted a complete 
purge of revisionist elements and 
reoriented the Party to'wards more 
capitalistic goals like selling more units. 
There is even hope for tlie poor dealers out 
on tile collectives; they're seeing some 
support from the Central Coniniiitee. For 
once, the Bandito supports what 
Commodore is doing, because they're 
doing all tlie right tilings. More staffing, 
hea\*y advertising, more dealer support — 
it's all happening. Congratulations, 
Commodore, You're Doing The Right 
Thing. Now, keep up the good work and 
don't let the pessimists and cynics steer you 
off course. It will take time, but the Amiga 
can take its rightful place as a tme 
competitor in tlie computer market. 




Exciting New Game 
of 
Legal Affairs 

Courtroom 



o Act as Prosecutor or Defense Attorney 

o I'lay against the Compuler or Another Person 

" Choose from Liberal or Coaservatlve JuOh'-'s 

Select Crirninai Ca^es from the Coun Docket 

Question Witnesses, Raise Olijeaions 

o Convince the Jury and Win the Case 

from, , . 
only PaliBrottaeT 8c SoeparManii 

$49.95 5054 S. 22nd Street 

Arlington, Virginia 22206 
(703)820-1954 
Circle 179 on Reader Service card. 



Now that the Bandito has thorouglily 
flogged that horse, let's find out what else 
has been happening. Hmm, it says here that 
Infinity Software died a quiet deatli in April, 
but for die most part, no one cared enough 
to notice. Gee, at least make a loud noise 
next time you head out a window, OK.' The 
Baiidito hates being behind die times widi 
the news. 

AMIEXPOREPORT 

According to tlie Biindito's informers, 
the big earthquake in San Fransico not only 
leveled some buildings, it also leveled 
attendance at the E.\'po diat took place just 
a few days later. Only a few thousand souls 
ventured fortli to attend the show — some 
of the exhibitors didn't even show up. But 
there were a few bright s]70ts. Notably. Elan 



Designs showed off Invision Plus, a new 
version of their software for the Ovc! board 
that creates some amazing effects in real- 
time. And NewTek di.sp!ayed Digi-View 
4.0, which offers "dynamic hi-res" with all 
409S colors in hi-res interlace! You could 
hear the onlookers muttering to themselves 
about crarmriing the copper list and similar 
esoterica. The new software also has an 
ARe.xx port for multitasking with Digi-Paint 
3 or odier software. 

In the latest installment of the story, 
Death of a Publisher, Epyx has filed for 
Chapter 11. The company is e.xpected to 
reorganize, pay off debts, and become an 
AL of some publisher (any bets on 
Electronic Arts?), Employees are still owed 
some wages, but unfortunately diey come 
last on the list of creditors. Don't worry for 
them — aU the good ones have already 
been absorbed by other publishers who are 
always hungry for talent. 

New hot game; ReadySoft's Space 
Ace follows in the footsteps of Dragon's 
Lair. Better compression techniqties allow 
even more scenes. It's still a simple-minded 
game, but there's nothing belter for 
knocking die footwear off of your friends. 

There is a new program called 
Pro'Vector that is posing a challenge to 
ProDraw. ProVector has object-oriented 
drawing tools, is ARexx-compatible and 
has PostScript output. It's about time for 
some hot compedtion over staictured 
graphics — things have been a litde slow 
lately in dial field. The Bandito loves a good 
features war, and it locjks like tlie shooUng 
has died down for a while in the HAM Paint 
Wars. (continued) 



Memory 
Management 

Amiga Service 
Specialists 

Over three years experience! 

Commodore authorized full service 

center. Low flat rate plus parts. 

Proudly affiliated with . . . 

The Memory Location 

396 Washington Street 

Wenesley,MA 02181 

(617) 237-6846 
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^_a* \ regularly 
1^ I $49.95 
I I now only 

^$29.95 

Become a power user with KeyCraft, the keyboard and mouse macro-maker for the Amiga. 
Customize applications to work ttie way you want (hem to... Double your productivity... 
Triple your typing speed... Create realtime animations with any paint program! Act now to 
receive KeyCraft at this low introductory price (don't forget to ask for your free "PD-Power") 





regularly $39.95 
now only $29.95 



C and assembler 



Stop searching through those RKMs! 
ProPODprovidesmj/an/flccesjtoall 
system structures and function-call 
templates at the touch of a key! You'll 
save valuable programming time when 
you let ProPOD "look it up" for you! 
Guaranteed to increase your coding 
productivity, or your money back! 



StraightLine l^LSoftware Inc. 

3818 North Kirrfcall Avenuo • Chicago. IL (3061S 

Mail orders to; SSI • Box 59800 - Chicago, IL 60659 

When ordering by mail, include $2 s & h. Illinois residents, 

please add 7% sales lax. 



To order, call1 -800-458-2995 

IL & overseas call 1-312-539-5506 

Visa, MasterCard, and CODs accepted. 

Be sure to ask for your free "PD-Power" disk. 

Introductory prices valid until 2/15/90. 



Free Software! 



Be one of the fust 100 people to purchase 
KeyCraft or ProPOD from this ad and we'll 
include "PD-Power", our exclusive collection 
of power utilities for the Amiga, FREE! 



Win $2000 in Fish! 



We're giving away the entire Fred Fish 

Collection (estimated S2000 value) toone lucky 

member of the Amiga community. To enter, 

send a self-addressed, stamped envelope lo: 

SSI Free Fish Contest 

PO Box 59800 

Chicago, IL 60659 

One entry per person. No purchise necessary. 

Void where prohibited. Winner's name will be 

published in the June, 1 990 Amazing Computing. 

Contest ends 4/15/90, and entries must be 

received by then. Rules will be sent to all 

contestants (that's why tlie SASE). Good Luck! 
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The Bandito was checking out the 
Sears catalog and found that not only do 
they carry the Amiga, but Sears also sells a 
few pieces of software — Interceptor, 
BattleChess, Test Drive II, Nicklaus Golf, 
Batman, and Double Dragon. Why not 
"WordPerfect, Professional Page, 
DeluxePaint III, Planit!, and SuperBase? Or 
Digi-View, Performer, TVTEXT, and 
Director? Whan do they tlitnk it is, a game 
machine? Sheesh. At 
least offer people 
some choices. 

The Bandito 
has heard of yet 
another attempt to 
save the ancient 8-bit 
technology of the 
Apple II from 
extinction. This time, 
the idea is being 
floated to "Clarisize" 
the II — spin it off 
into its own 
company, free to 
swim (or more likely, 
float like a rock), The 
problem is that they would be competing 
with Apple in the under $1000 market, as 
Apple brings out its low cost Mac next year. 
A fast IIGS could be sold for only about 
twice as much — still not competition for 
an Amiga, but an interesting choice 
nonetheless. So we may yet see the IIGS 
Plus. And other sources swear that Apple 
has a version of HyperCard ready for the 
IIGS. Supposedly, it's a real productivity 



"Elvis will be found 

living in West Chester, 

PA. He will be working 

as a technician at a 

local computer 

manufacturer. " — 

number four on The 

Bandito 's list of 
predictioiis for 1990. 



enhancer, because there's plenty of time to 
organize your files and make telephone 
calls while you're waiting for the software 
to update the screen. 

DRUM ROLL, PLEASE! 

The Bandito's fearless predictions for 

1990 are here. Yes, of course, you 

remember how incredibly accurate last 

year's predictions were, don't you? Expect 

the same level of 

precision this time. 

Without further ado, 

here's what the Bandito 

believes will happen in 

1990: 



• By the end of the year, 
tlie A500 will be selling 
for S399, A complete 
system (1 meg, 2 drives, 
and monitor) will cost 
less than S800. 

•The Video Toaster will 
finally ship. 



• Commodore will be the target of a hostile 
takeover attempt. 

• Elvis will be found living in West Chester, 
PA. He will be working as a technician at a 
local computer manufacturer. 

•A major software publisher will announce 
that they are porting tlieir bestselling 
business software product to the Amiga. 



• Commodore will finally announce a CD- 
ROM drive for die ,"\niiga. 

•The A500 will come with 1 megabyte of 
memory standard by the end of the year. 

•Amiga sales in the U.S. will surpass 
Amiga sales in Europe. 

•The A3000 will ship in the Spring, 
though people will complain that the 
price is too high. Commodore will let slip 
tliat they are working on a 68040-based 
version. 

•Cornmodore wiU strike a deal to bring a 
standard font-description language to the 
himga. 

•The new 640 x 480 non-interlaced 
resolution mode will create more intere.st 
in tlie -Aiiiiga for word processing. New 
versions of major word processors will 
take advantage of this, becoming 
competitive with the best programs on 
other machines. 



The Bandito leaves a review of last year's 
predictions as an exercise for tlie reader. 
Before you laugh too hard at tlie Bandito's 
accuracy, check out what psychics were 
predicting for the year. Makes the Bandito 
look prett}' smart, eii? 



•AC- 
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Facing the CLI. 



Disk Structures and Startup-Sequences 



by Mike Mornsoti 

\,_y ne of the problems people who 
use the Workbench (WB) have while trying 
to learn tlie CLI is tlie confusing difference 
in terminology. If you are a WB user, you 
might say something like "DPaint is in the 
Grapliics drawer", while a CLIer would say 
"DPaint is in the Graphics directory". These 
two statements mean the same thing. This 
example may be somewhat subtle, but this 
is just the type of thing that causes confu- 
sion. 

WORKING WITH PICTURES 

When using WB, everything is icon- 
based. This means tliat you are working 
with each entity by manipulating its associ- 
ated picture. 

Example: You have a diskette that you 
want to copy. 

1. Put the disk you want to copy into drive 
0. 

2. A disk icon with the name of the disk will 
appear on the WB. 

3. Put the blank disk into drive 1. 

4. A disk icon with the name of the disk will 
appear on the WB (it may be *DF1 :BAD' if 
you are using a new non-initialized disk). 

5. Drag the icon of the disk you want to 
copy onto the icon of the disk in the other 
drive. 

6. The system then copies the disk in drive 
to the disk in drive 1. 

When using the CLI, you must tell the 
computer what to do by using commands. 
To accomplish the same diing above using 
the CLI you would use the command; 

1> diskcopy dfO: to dfl; <return> 



As you can see, when using the CLI 
you must talk to the computer in words. 
First, you have to tell the Amiga what you 
want do — in this case copy a disk 
(diskcopy), and you must tell it exactly 
what to copy (dfO: to dfl:). This is exactly 
tlie same thing we did when we dragged 
one icon over the other on the Workbench. 
If you aren't used to the CLI, the Work- 
bench will seem much easier. It is impor- 
tant to note, how^ever, that there are certain 
things you just cannot do from the Work- 
bench, and there are other times when you 
may ha-\'e the option but 
using die CLI may actually 
be faster, easier, or botli. In 
any case, if you are ever 
going to use tlie CLI, under- 
standing the disk file struc- 
ture will make using it much 
easier. 



CU&WB BLUEPRINTS 

The WB uses icons to 
represent disks, drawers, 
files, etc. These are related 
to one another in a certain 
marmer. A disk would be 
tlie topmost level, whether 
it is a floppy disk, hard disk, 
or optical drive. Let's use the a filing cabinet 
as an analogy. The disk would be the filing 
cabinet chat holds all the data. Just like a 
filing cabinet, a disk has drawers within it. 
Inside a filing cabinet drawer, there are file 
folders. Inside a drawer on a disk there are 
also files. 

The analogy between a disk and a 
filing cabinet is not perfect. When you 
open a disk (by double-clicking the disk 
icon), you may see both drawers and files 



(programs, letters from your word proces- 
sor, data from your spreadsheet, etc). This 
is the equivalent of storing papers loosely 
in the filing cabinet instead of in one of its 
neat little file folders. Also, on a disk, you 
can have drawers inside of drawers, inside 
of drawers, etc. In fact, you can open a 
drawer and the only thing inside of it might 
be five other drawers! 

This analogy also works when using 
the CLI, only there are a few names that 
have been changed (to protect llie inno- 
cent, I suppose). Instead of drawers, the 
CLI lists directories. 
Take a look at Figure 
One. This reall)' is 
how the disks and 
their directories and 
files are laid out. This 
is really how^ all 
Amiga disks are staic- 
tured. Workbench 
sometimes makes it 
easier to get around 
because it has visual 
aids (icons). This 
makes understanding 
the underlying struc- 
ture less important. 
When using tlie CLI, understanding this 
filing structure is vital, but once you get the 
hang of it, it will be a piece of cake! 

HIDE 'N' SEEK 

When you boot up your Amiga, the 
disk that you booted it with becomes the 
System disk. This is where Ami will look for 
commands, fonts, libraries, devices, and 
more. In the last article we talked about 
how to get around the disk-swapping 
problem when using commands from the 



Jtist like a filing 
cabinet, a disk has 

drawers within 

it. ..In fact, you can 

open a drawer and 

the only thing 
inside of it might be 
five other drawers! 
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CLI. We pui certain commands into a RAM 
disk and told the system how to i'ind them. 
As promised, I'll tell you how to add these 
commands to your startup file. 

STARTUP-SEQUENCE 

The startup-sequence is one of tlie 
files that is searched for when your Amiga 
boots up, It is located on your WB disk in 
a directory called S. The S director)' is 
where startup scripts are kept. A startup 
script is a file which contains a list of 
commands that are executed when a par- 
ticular program is staned. Usually this list 
(when executed) will set things up in a 
certain manner. The startup-sequence is 
the startup script the Amiga executes upon 
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Figure One: A sample disk structure showing a 
possible relationship between directories and files. 



boot-up to arrange tilings the way you 
want. Most people don't even know that it 
exists and use the default script (the one 
Commodore included with your Amiga). 
This script is O.K., but why not customize 
it? 

CUSTOMIZING YOUR 
STARTUP-SEQUENCE 

The usual ailes apply: Work witl: a 
back-up of your already backed-up WB 
disk. Never work ivriih the original. Playing 
with the startup-sequence can cause your 
Amiga to not want to boot up to Work- 
bench. If you use a copy and make a 
mistake, you can always reven back to your 
original copy of WB. 



Get into the CLI by double-clicking in its 
icon (in the Utilities drawer on your WB 
disk ). Once you have the CLI prompt, type; 

ed s/stanup-sequence <reiurn> 

This starts die editor called 'ed'. The 
computer finds ed because it is in your C 
directory. The 's/startup-sequence' tells ed 
to open the file called startup-sequence 
that can be found in the directory s. Note: 
if ed comes up blank widi a message tliat 
says "opening new file", you probably 
made a typo while typing "startup-se- 
quence". Ed is smart because if ii can't find 
the file you told it to find, it assumes you 
want to create one. We don't want to cre- 
ate a new file, so 
if ed answered 
"opening new 
file", hit the 'esc' 
key (upper left) 
and then the 'q' 
key. Ed will go 
away and you 
will be back at 
tlie CLI, Try tlie 
original com- 
mand again. 

The startup- 
sequence is now 
in ed. Ed has a 
whole list of 
commands 
which you citn 
find in tlie man- 
ual that came 
with your com- 
puter. Use the arrow keys to move around 
in the text. This is the script that the Amiga 
executes during boot-up. Many things 
happen here. Many of these areAmigaDOS 
commands; some arc actual programs. The 
startup-sequence executes in order from 
ix-giiuiing to end (there are commands foi' 
skipping lines). Scroll all the way to tlie 
bottom with the arrow keys (using the Ctri 
key and the U or D keys wiU scroll the 
display up or down one screen at a time). 

Notice this last command: 

endcli > NIL: 



You should recognize the 'endcli' 



com- 



mand from the last article. The ■•>.\IL:" part 
of the 'endcli' command is a litde difficult 
to explain. Basically, it says ''send any gar- 
bage floating around into the bit bucket". 
The ">" causes all output to be redireaed. 
Here the output is redirected to the NIL; 
device. NIL; is a device similar to DFO:, 
except that if you say 'copy stuff to DFO:' 
the file named "sttifF' will be copied to the 
disk in Dl-O;. and if you say 'copy .stuff to 
NIL;' tlie file named '"stuff would be 
copied to nothing, the bit bucket, file 
heaven, etc.. 

To add commands to your stanup- 
sequence, add them before the endcli 
command. Remember to use a copy of 
your boot disk in case 's\"e mangle the 
startup-sequence (chances are if you make 
a mistake. Ami won't boot up to Work- 
bench). Use tlie listing from last niontli to 
create a RAM disk widi commands on it. 
When you are done typing in the changes, 
press tlie 'esc' key and then the "x' and 
<retum>. This sa\'es tlie ne'ft'ly modified 
startup-sequence to disk. Wail until ilie 
disk light goes out and then reboot your 
Amiga to see if tlie new startup-sequence 
works. 

To customize your staraip-sequence 
for the world to see, use the 'echo' com- 
mand. Add something like this: 

echo Tliis is Mike's Amiga booting.' 

echo " " 

echo "Have a great day!" 

To have even more fun, you could 
change the echo command to die say 
command and each time you boot u]5, 
diese lines -would be spoken. Usually after 
hearing a sentence 5 or 6 times you find 
yourself changing tlie sianup-sequence 
back to echos. Both echos and say will 
slow down your startup-sequence, so use 
tliem wisely. 

Often, using the CLI can be a trying 
experience, but widi patience and persis- 
tence you will soon be getting around with 
litde difficulty, Sometimes looking at other 
people's startup-sequences or script files 
can help. Enjoy. 

•AC' 
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D^ci^ nniwcito^^ 



January 1, 1990 



Deiir Animators, 

For all of us animators (professional 
and otliers\'ise) and aspiring animators, 
1989 was a very- good year. It was die high 
point (so far) in the history of Amiga 
animation. Even as we are trying to get tliis 
issue to press things are still hopping. We 
have just received beta copies of Deluxe 
Video ni (which should be officially 
available soon after you read this), as well 
as upgratle 2.09 of Sculpt-Antmate 4D and 
we also received word on a brand new 
animation package to be available in 
Febiiiary (keep reading)! 

Animation was recognized \'er5' 
early on as one of the Amiga's 
strongest features and greatest 
potentials. Remember, even high- 
end 3D graphics machines like 
the CubiComp (around 
S50,(XX)) can't do real-time 
animaiion! From the 
originals like Aegis' 
Animator and the early 
animation products of 
Martin Hash to diis 
year's rash of 
Animation upgrades 
and iniroduction.s: 
Deluxel'aint III 
PhotonPaint 
2.0, Sculpt4D, 
TurboSilver 

3.0, MovieSetter and more. The market for 
animation products is continuously 
growing and the products it has 
encouraged are many and varied. Just 
about everyone has finally gotten into the 
animation act. The shocking truth of the 
matter is that, for the most part, they all 
have something useful to offer. 

Martin Hash now has an entire line of 
excellent animation program.s and utilities. 
Most of the popular 3D programs include 
animation facilities; Aegis' Videoscape. 
B\^e by Byte's Sailpt series, Impulse'.s 



Silver series, PageRender 3D from 
Mindware, Forms in Flight from 
MicroMagic, 3D Professional from 
Progressive Peripherals and the Caligari 
series from Octree, Two of the most 
popular paint programs, DeluxePaint III 
and I'hotonPaint 2.0 iziclude animation. 
Zoeirope from Antic is aiso a combination 




animation/paint program. "We even have 
MovieSetter from Gold Disk which can 
have an amateur producing cartoon-like 
animations, from the included 
backgrounds and animated clip-art, in a 
matter of minutes! 

A number of programs allow 
combination of individual frames into 
animation: Elan's Performer, Video Effects 
3D by InnoVision, Animation Station by 
Progressive Peripherals, Pageflipper Plus 
F/X by Mindware, The Director from The 
Right AnsT\'ers Group and Aegis' Lights, 



Camera, Action!. Microlllusions has an 
entire Line of PliotonVideo products to 
complement its PhotonPaint 2.0. We even 
have animated fonts from Anivision as well 
as Build 'em-clip-art designed to be 
animated from the PictureBox. 

In the last few years even hardware 
has joined the parade. There are now a 
number of frame buffers available (and 
several more coming out early in the 
year) which offer 24-bit output 
(professional video quality) to 
videotape for the many programs 
diat now support tltis. There are 
also frame conu'oUers which 
interface with professional film 
and video recorders for single- 
frame animation. 

The really good 
tiling about this is that as 
more excellent animation 
programs become 
available for the .\miga 
the interest iji Amiga 
animation will grow, 
and as the intere.st 
grows it will 
continue to spur 
t h e 

development 
of nev,^ and 
better 
products! Personally, I can't wait to see 
what 1990 will bring. (In case you can't 
wait either I'll give you a hint of the future 
to come. Watch out for the February release 
of THE ANTNL'\T!ON STUDIO from Walt 
Disney Software!) ^ 

Happy Animating! 



^^^yt 




Bany Solomon 
Video Editor 
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Udie^ And (^mtLme^n, w&^fH^oa,.. 




wem/i/^R/ 



by Bradley W. Schenck 



Bradley W. Schenck won the 1988 
BADGE KiUer Demo Contest and has 
just won the 1989 Contest ivith his new 
animatiott, ne Sentinel The Sentinel is 
available on Fred Fish Disks *263 and 
*264 (yes, it takes most o/hotlldisks). 
The file is so large that it takes at least 
three megs to run (and this version 
has to pause in the middle to reload). 
Tiiere is also a 3-5 meg version which 
wiUplayivitboutintemiption.Youcan 
see a few stiU shots ofTtje Setitinel in 
our PD Serendipity column on pages 
56-57.— Ed 



No one was more surprised tlian 
me, when I found myself entering the 
1989 BADGE Killer Demo Comesi. 
had won first place in 1988 with 
Charon, and had decided 
afterwards that it would be best 
to leave the contest to other artists 
:he next year. The contest, which is 
well publicized in tlie Amiga press, 
traditionally offers an Amiga 2000 as 
the first place prize. I had badly 
wanted to upgrade my 500 system 
v.'hen I entered the contest the 
first time, and when I won, it was 
a break for me. I figured that the next year 
should to be someone else's shot, just as 
1988 had been mine. 

The rules for the 1988 contest were 
pretty specific. Entries were required to run 
on a one-megabyte system and could 
occupy only one disk; this was because the 
demos are meant to be used b\' dealers and 
users groups to show off die capability' of 
die Amiga, and it was felt that ha\ing diem 
run on nonnal systems with a stock 
Workbench disk in the other floppy drive 



would allow these demonstrations to be 
run on practically any system. When I 
created Charon, many tough decisions 
were presented by the environment I had 
to develop die demo for; there are limits to 
the amount of data that can be 
squeezed onto one fioppy 

disk JJ^^S^ (especially in 
t h e jmfM^!^ higher 




resolutions, which 1 

prefer) and it gave me a structure to work 

within. Compromises had to be made. 

When the niles for the 1989 contest 
were released, I was amazed to find how 
easygoing they were. There were no limits 
on the size of die animations or the memors^ 
that ^'ould be needed to nin diem. I liad a 
sinking feeling that we would see a whole 
slew of demos along die lines of the Walker 
and Walker II demos by Brian Williams, 



which basically would make the previous 
year's entries look pale by comparison. I 
staned to get diis itch to enter after all. 

As soon as I had received my Amiga 
2000 system, I had given it another two 
megabytes of memory and a hard drive. 
One of the tilings I had wanted to do for a 
long time ^'as to work in ray tracing, which 
takes large amounts of RAM, time, and 
storage. With die introduction of Turbo 
Silver 3.0 I had found a rendering and 
animation program with nuich of the 
power I had been looking for. 

My two dimensional work in 

traditional media and, later, with 

computers, has always depended on 

textures and surfaces with many 

qualities. Silver allows me to create a 

wide variety of surface types, 

to map IFF images onto 

objects, and to use prefigured 

te.xttires that lend certain 

characteristics and patterns to my 

objects. I needed that type of 

. capability to create the 3D world I 

' wanted to make. 

Early in die spring, I started 
designing a hallway with an 
arched door and columns. This 
was one of the first scenes 1 
created v.-itJi Silver, For many 
months, I worked on it when I had 
time. Soon I had borrowed a 
Midget Racer from a friend to speed up my 
rendering times. Using the floating point 
version of Silver, I set to work on an 
animation I hoped to enter in the BADGE 
contest. The early versions of the opening 
scene were coming along \'ciy well, and 
finally i clecided to test the ANIM files on a 
stock Amiga system, I trotted into my wife's 
studio to run tlie animations on mv old 500 



42 Amazing Computing V5.1 ©1990 



system and got a nast\' sliock. The A.\IM 
files had played back beamifuUy on my 
system, but were slow and jerky on a stock 
Amiga. 

Although ihe Midget Racer isn't the 
fastest accelerator on the market, there are 
a few things it can do swiftly even though 
it doesn't use 32 bit RAM. Obviously it used 
a 68881 for floating point math, whidi was 
tlie reason I was using it, but it also has a 
dramatic effect on the .speed of tlie 
compression and decompression of data. 

ANIM files rely on compressed data. 
They are a type of storage called delta 
compression, in which only the first frame 
of an animation is stored completely. 
Subsequent frames are stored only as 
differences from die preceding frame. 
Frames which contain very small changes 
from one to another will compress very 
^■ell, while frames that ha\'e large changes 
will not compress as well. \X'hilc the 
ANIM file is being played, tlie 
program that displays it is 
constantly decompressing the 
frame changes and constru cting 
the next frame. That's where 
my own system excelled and 
where the stock system just 
couldn't keep up. The awful 
tnith is, you can get away 
with bloody murder in your 
ANIM files if you have an 
accelerated system. But if 
your animation needs to be 
played on stock systems, you 
can't lake advantage of that. 

So tliere I was. There 
are a few diings you can do to 
optimise the playba ck speed of this type of 
animation file (this applies to Byte-by- 
Byte's Movie file fonnat as weil). The basic 
idea is to change fewer pixels in eadi 
frame. You can do this by lowering the 
resolution of your screens (tliat will 
automatically halve the the amciunt of data) 
or by tailoring the animation to make 
smaller changes from one frame to another. 
The first altern;ttive is always a last resort 
for me. i want my work to use the higher 
resolutions whenever possible, for die 
smoothest obtainable appearance. The 
second alternative seemed more sensible. I 
was animating a large moving object over 
a refieciive floor with draniatic lighting that 
cast huge shadows. This made for large 
changes from frame to frame. 

Over the next week or t^'o, I 
experimented with the scene in low 
resolution, widi a non-reflective floor, and 
widi different lighting. I found that the 



compromises were killing die image, and 
as it turned out, I went back to 
concentrating on commercial v,'ork and just 
let tlie idea sit. It looked as though 1 
wouldn't be entering the contest after all. 
The contest deadline was set for 
September. I waited widi some anticipation 
to see what the other artists had come up 
with. In tlie meantime, I had finished a set 
of tutorials for using the Textures in Turbo 
Silver, which Impulse had agreed to 
pul'jlish, and I was spending mo.st of my 3D 
time working up a library of objects to 
make my world with. I wanted a large 
number of building blocks for my 
animations, many little objects to use when 
the time came. I brought 

m y ^^— ji,^.! 2000 up 

t o 




five megabytes. I was busy. 

I kept finding myself showing Turbo 
Silver to other users. It's a difficult program 
to master and, although I hadn't done a 
huge amount of work with it, many people 
I knew felt that I had gone far enough with 
it that I might save them from some of the 
mistakes I had made. As far as experts go, 
tny money's on Louis Markoya; but he's on 
tlie otlier side of a pretty large continent, so 
tliey had to make do with me. 1 began to get 
itchy again. I finished one late night session 
with Leo Schwab and Kick Unland of 
Commodore, and the next day I heard that 
die BADGE contest had been postponed 
until late October, and that there were at 
that time fewer entries than prizes. 
Although there arc always a batch of last- 
minute entries, tliis sounded awftil, and I 
had just been feeling like getting back to 
work.... 



I had about four weeks — not much 
time at all, The story for The Sentinel came 
to me pretty much immediately; it was built 
on some of tlie objects I had been working 
on, and the setting for the first scene was 
die same hallway I had started with months 
before. There would be about five scenes 
altogether, with certain elements being 
used more than once. As I saw it I had just 
enough time, if nothing serious went 
wrong. 

Here's how the animation goes. I'm 
hoping that you've already seen it, since I 
hate to hear die plot of a movie before I get 
a chance to see die film, but I want to 
explain how the scenes go together. 



1. It opens with a view of the 
corridor. An arched doorway is in the 
middle, witli a aystal pyramid and 
Lriskelion medallion at right. After a pause, 
the door swings open with a creaking 

sound. 

2. Cut to a view past tlie door and 
straight down the hallway beyond. A 

double row of columns and urns 
leads into the darkness. After a 
moment, somediing becomes 
visible at the end of the hall: a 
columned brick wall behind a 
pedestal, A shield hangs on die 
wall; a helmet is on tlie 
pedestal. The atmosphere 
throughout has die feeling of 
tlie Bronze or early Iron Ages. 
3. Cut to a closeup of 
the wall, shield and helmet. 
Alter an establishing pause, tlie 
helmet rises from the pedestal 
and turns to face the shield. 
There is a flash of lightning and 
the roar of thunder; when tlie image clears, 
the helmet is facing us and the shield has 
moved in front and to tiie side, 

4. The wall is gone, replaced by 
blackness. It's as though a ghosdy figure 
has risen to face us. At the odier side, a 
sword appears. The helmet swivels to face 
it, and the sword is snatched up. The 
helmet turns back to look at us, and the 
sword sweeps high overhead. 

5, Cut back to die hall where we 
began. There is a crash; the door slams 
shut, its knocker banging ominou.sly with 
die impact. 

Altogether there are about sixty 
frames of animation involved, and the 
entire project was finished within three and 
a half weeks. How did ! do it? I cheated like 
mad. I always do. 
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I was able to take advantage of some 
features of my softtvare to speed up the 
rendering process. Turbo Sih'er allows tlie 
user to Set a Zone to be rendered: instead 
of creatinj; a full screen image, one can 
render only a little 'window' on the screen. 
This can save many hours of ray tracing. 

You have to be careful to take 
shadows and reflections into account. 
During an animation perhaps only a small 
object will be moving, but its shadow will 
also move, and its reflections (if any) in 
nearby objects will change as well. Turbo 
Silver's Solid Model mode provides 
excellent shading, but widiout ray tracing 



at least one frame of your animation, it may 
not be possible to foresee what the 
shadows and reflections will be doing. 

When setting the Zone for a series of 
frames, you must be sure tliat you include 
all the area tliat will be affected. In the 
softwa re 's current version, you can't set tlie 
zone beyond the non-overscan area of tlie 
screen (if using o\'erscan), so in some cases 
you'll just have to render tlie entire picture. 

When it came time to put the pieces 
togetlier I was able to use a couple of very 
handy features in Deluxe l^hotolab's Paint 
module. The Save From and Load At 
commands let you save a rectangle of the 



screen as a baish or as a small screen, and 
then load it in at another precise screen 
location. This is especially useful in 
animations. 

I was able to Save from my rendered 
zones, and to use Load At to loacl them 
automatically into position on the full 
screen frame I used for a background. This 
was much more accurate and simple than 
picking up tlie zones as brushes, clicking 
each in place by hand. In this way I saved 
days of rendei'ing time at die cost of a few 
minutes' work. 

B.W.S. 



Although the rules hadn't specified a 
rigid structure for animations, I imposed 
some restrictions myself. The demo ought 
to be contained on two floppy disks, and 
should run in three megabytes of memor\'. 
Three megs is a fairly common 
configuration for 2000 and 
2500 systems and isn't 
too unlikely on Amiga 
500's. The 2000's 
often use die old 
Commodore 2 
meg board, or 
the newer 8 
meg board 
populated 
with 2 megs. 
and there are 
several third- 
party boards 
with similar 
configurations. I 
had been 

working with 
several large 
ANIM files-and possibly some 
stills, and I wanted all of the data to be in 
memory at die same time, so tliere wouldn't 
be any delays due to disk access. The 
animation would be played with The 
Director. The Director allows me to use 
practically every trick that's available on the 
Ajniga, and I have yet to find another 
program that allows me anything like the 
control it does over every aspect of a 
presentation. I have even written a couple 
of utilities with it. There would be some 
sound effects, and the animation would not 
need more than 512K of chip RAM. That is, 




it ■?s'ouldn't require tlie fatter Agnus chip. 
And it had to be finished in four weeks, or 
I would miss the contest. 

I already had tlie finst scene set up, I 
only had lo create and render the cell files 
for the animation. I was working in 352 by 
440 pLxei resolution and overscan, and 
each frame took a number of hours to 
render. The first scene took about n\'e 
straight days to generate; I wasn't able to 
use any shortcuts for that one. 

Next, I had to create . the view 
down the hallway, 
repositioned my camera 
in Turbo Silver, and 
added the columns and 
urns down die hall. The 
columns were taken 
from Stove Sciiram's 
Architectural 
Objects disk from 
Impulse; I had made 
the urns some time 
before with 3 Demon 
(Mimetics), which lets 
you paint the faces of 
an object individually 
- it's nice to be able to 
see what you're 
doing! The scene at 
the end of the hall 
came next. I had 
made the wall and 
shield for a still 
image, several 
months before; the lielmet^v;is the object I 
had been working on when I started die 
animation. There is an IFF image mapped 
onto [he shield, and tlie brick wail uses 



Sih'er's Brick texture. Pans of die helmet 
had been created with Access 
Technology's Digiworks 3I>, which 
translates IFF images into extnided 3D 
cutouts. I mapped an IFi* image onto die 
pedestal and placed rings on the wall 
which were near duplicates of the door 
knocker from the first scene. After adJListiiig 
the lighting for awhile, the stage was set. 
I rendered ihe first frame, where die 
helmet is sitting on the pedestal, saved it 
and copied it to a floppy. Xext I started 
another __ manuhon of 

ray ^,,,^^ - '^T~7^i^>>s^ tracing. 





Since I 

already had tlie vie\^- down the hall" 
and the wall scene done, I was able to lake 
them over to the my wife's 500 system and 
create die second hallway frame. I used 
Deluxe Photolab to match the Shield 
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picture to the palette of t!ie hallway picture 
and then slirunk tlie shield picture down to 
fit at the end of die hallway. I pasted it into 
place and finished the graphics for the 
second scene while the third one was being 
rendered, 

I was able to start cheating now. 
Turbo Silver lets you Set a Zone of the 
complete screen, and it 'will render only 
that zone if you tell it to. I was able to use 
tliis feature to render only the area of 



/, 



changing, 

time. One 

shadow 
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1 large, 
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each frame that was . 
saving some rendering / 
problem was the 
that the moving 
cast on the wall; it was 
which made me tise a 
zone. In addition, 
large zone would 
end up making tlie 
final ANIM file 
larger, and it 
would also make 
the file play back 
more slowly, 
since it now 
made greater 
changes from 
frame to 

frame. I could 
live with diat | 
because I ' 
already knew '. 
what I was 
going to do about it 
later. 

Once the frames 
of the rising helmet 
were completed, I look 
those partial screens 
(remember, I was 
rendering only a "zone" 
of each) and again used 
Photolabio paste tltemlike V.'' brushes 
onto tlie first frame (like a 
background). With a little touching up I 
had the third scene done. It had only taken 
a few days. 

I had to get rid of die wall: I already 
knew tliat. I mentioned tliat the objects' 
shadows were causing me a cotiple of 
different problems that would affect botli 
storage space and speed. I had decided on 
using a thunderclap and lightning flash to 
make a dramatic transition from die tliird 
scene to the fourth, and it gave me a chance 
to lose the background in a way that made 
some kind of sense. A dead black 
background would show no shadows and 
make my playing speed faster. Also, it 
would enable me to use the Set a Zone 
feature more effectively. 

The lightning flash uses three 




screens. One shows the helmet and shield 
in dieir new posidons against die wall; 
another shows them posidoned in die same 
way, with a black background; and the last 
one is a pure white screen that creates the 
flash. I only needed to render the first two 
— the flash screen was easily made later, 
with DPaint. 

That done, I designed die animadon 
for die sword sequence in wireframe 
mode. This was a critical step, and I was 
beginning to feel the deadline pressure 
already. I adjusted it ancl reviewed it several 
times, undl I felt it would do. The animation 
couid have used many more hours of 
design time, but I didn't have them to spare. 
I started the last long rendering marathon. 

While my system was ray 
tracing around die clock, I w^ork'&d 

on the title (7) screen on tlie 500 
and tried to *J predict and 

solve 




upcoming 

problems in 

my head 

before I 

stumbled across 

them. 1 was very 

conscious of the fact 

tliat I wouldn't be able to see 

tlie animation on a stock system at home 

(the 500 sj'Stem has onl}' one megabyte), 

and the animadon's playback speed on a 

stock system couid still be a problem. I had 

to know just what 1 was going to do with my 

data once it was all ready. 

With the fouitli scene rendered, I was 
nearly done. I had already decided to reuse 
some of the frames of the door opening 
wlien the time came to slam it shut; and I 
was able to set die rendering zone to create 



just die area widi die knocker and its 
shadow for the frames of the knocker 
banging against die door. There -^s'ere only 
diree of diose frames, and they were ready 
in a few hours. I still had over a week to go. 
All of the animation files correctly 
■went together pretty much the first dme. i 
had a couple of minor problems, but a 
silent version was running by die time I 
crawled into bed that night (or was it 
morning?). 

I hacl had to plan the animation 
ahead of time (and I had time on my hands, 
while it was rendering), and 1 made some 
decisions while making it work. Here's a 
short description of ho-^v- The Sentinel 
works: 

The tide screen is a single IFF image, 
in 32 colors (the rest of the animation is in 
HAM, which Silver does beauiiliiUy). It isn't 
loaded and displayed at first, because I had 
to do something else before I loaded it. 

First, I load the sound files and then 
die ANIM file of die openijig door. You 
can't see it happening, but I play the ANIM 
dirough once and copy e\'ei7 odier frame 
to a screen in fast RAM; diis is because an 
ANIM file of the slamming door 
wouldn't play back quickly 
enough. By saving out eveiy 
otlier frame diis way, into 
memory, I was able to flip 
die pages much more 
rapidly than I could 
play the ANIM file, so 
the door would reaUy 
look as though it 
were slamming shut. 
This approach used 
much more memoiy 
than an ANIM file, 
but it was die only 
way i coLild get the 
door to slam at speed. 
Next, I load in a smaller 
ANIM of the three frames 
that I use to bang the door 
knocker at the end. This was a 
single-buffered ANIM. .'Vlmost all 
ANIMs are double-buffered, which 
means that two screens are used to play 
them: one is displayed -ft'hile the other is 
updated to make the next frame. Single 
buffered ANIMs can only be created with 
die commercial version of MakeANIM, 
available on the Directoi- optimize disk. 
They are meant to store data that you won't 
be playing normally, but which you vi'ant to 
compress to save space. I then decompress 
diis ANI.M just as I did with the fii'St, so that 
tliose three frames are also a\'ailable in fast 
RAM. 
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Now tlie title .screen is loaded and 
displayed, fading in from black. I waited 
until after I was done widi the AiVLM files to 
avoid fragmenting memory into small 
chunks. The tide screen remains displayed 
until all tlie rest of tlie data has been loaded. 

The ANIM files for the hallway scene, 
rising helmet, and die sword .swing are now 
loaded, with some still frames for the 
lightning flash. Once everytliing is in 
memoiy, die animation starts. 

The first frame of die door animation 
is displayed, showing die door closed. 
There's a pause so the viewer can have a 
look at the scene. Then the door animadon 
is played dirough, with a sound effect for 
the creaking door. There is another slight 
pause, and we cut to frame one of the 
hallway AIsTM. After another brief pause, I 
dissolve in the scene at the end of the 
hallway. We then cut to frame one of the 
rising helmet ANIM and hold there for a 
moment. Then diat ANIM is played 
dvough. 

The thunderclap is made by playing 
the same 20K sound sample at different 
speeds, through ail four channels, and 
fading it out as a distant ramble. During die 
diunderclap, I flip between the diree flash 
pictures, finally settling on the shield and 
helmet against a black background. This 
was easily the "cheapest" eflect to create, 
but possibly die most effecdve. Especially 
if the volume is turned up. 

This places us at the beginning of the 
next ANIM file.... almost. First, I use another 
dissolve effect to bring die sword in. The 
first frames of the ANIM play, as die helmet 
turns to face the sword, and we pause 
again; then die next frame.s, in which the 
shield moves out as the sword is picked up. 
Pause again, then die helmet rotates back 
to face us; pause again, and die sword 
swings up. All of diat is done widi one 
ANIM. The dming is created in the Director 
script in my playback routines. 

Now we cut to die opening scene. I 
rapidly move each frame into chip RAM, 
display it, copy the next to another screen 
in chip RAiVI and so on. The three frames of 
the banging knocker are played in se^'cral 
sequences to make the knocker hit die 
door three times, synchronized to another 
sampled sound. Altera moment, we return 
to die tide screen and start again. 

I was sdll about a week early, and had 
the animadon done. Son of. I found, that it 
didn't fit in three megabytes after all. Even 
widiout loading the Workbench, there just 
wasn't enough memory to handle it. The 
biggest single problem was all of diose 



screens used for slamming the door, not as 
an ANIM file but as separate images in 
memorj'. 

There were several ways around it, 
but none that were attractive. What I finally 
did was to watch die demo and read the 
script over and over until I had pinpointed 
a few important points where I might be 
able to use a load from disk. These had to 
be moments where there could be a slight 
pause, but diey also had to fall at points 
where ! could drop some data from 
memory' (not needing it until die demo 
repeated) and load in something else that 
I would only need temporarily. Tliis 
proved to be the best solution. 

The final result was two dilTerent 
Director films, one for three megabyte 
systems and one for systems with more 
than three megabytes. The latter was my 
original version, in which all of the data was 
loaded in at die beginning. The three meg 
version worked almost the same way, as 
long as die demo was being run from 
floppy disks; running it from a hard disk 
means that some pauses will be shorter, 
unfonunately. To get around diat I would 
have had to eidier provide another version 
based on an average hard drive speed, or 
ask the user at the start if the demo were 
running from a hard drive. However, work 
was picking up, and I needed to gi\-e it my 
full attention. So I decided to call it finished, 
and got it off in the mail before die 
deadline. 

In retrospect I wish that I had had 
more time, especially when it came to 
plotdng out some of the animation. To tell 
the tmtli, I was amazed and pleased that I'd 
gotten it finished on schedule, and I'm 
pretty happy widi the way it turned out. 

So what next' I figure I ought to retire 
from the BADGE circuit. I see it as someone 
el.se's turn now, another artist -especially 
a young one, who has more ability dian 
cash flow, and who might be able to 
surprise us all with somediing wonderful, 
getting a new system in the bargain. Does 
that sound like you? I hope so. 

For me , I have another itch now to do 
work tliat doesn't depend on available 
RAiVI, storage, or playback speed. Going to 
video looks pretty attractive. Going single 
frame to video looks better. And with a 
couple of frame buffers on the market tliat 
will let me use two million colors on a 
screen, it looks better yet. In fact, it all looks 
pretty good. 
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Turbo Silver 3.0 

Impulse, Inc. 

6870 Shingle Creek Parkway 

Minneapolis, Minnesota 55430 

(612)566-0221 

Price: $199.95 

Inquiry #222 



Deluxe PhotoLab 
DeluxePaint III 

Electronic Arts 

1820 Gateway Drive 

San Mateo, California 94404-2497 

(800)245-4525, 

in CA (415) 571-7171 

Price (Deluxe PhotoLab): $ 149. 95 

Price (DeluxePaint Hi): $ 149.95 

Inquiry # (PhotoLab) 223 

Inquiry # (DPalntlll) 224 



Ttie Director 
Director Toolkit 

The Right Answers Group 

P.O. Box 3699 
Torrance, California 905 10 

(213)325-1311 

Price (The Director): $69. 95 

Price (Toolkit: $39.95 

Inquiry # (Director) 225 

inquiry # (Toolkit) 226 



CYBBR Graphics 
Architectural Design Disk 

Antic Software 

544 Second St. 

San Francisco, CA 94 107 

(4 15) 957-0886 

Price: $34.95 

Inquiry #244 



DigiWorksSD 

Access Technologies, Inc. 

P.O. Box 202197 

Austin, TX 78720 

(512)343-9564 

Price: $129.95 

Inquiry #243 
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Animation for 



-'^ , 




AMIG: 



Everyone 

or: Animation Can Be A 
iMoving 



Tutorial by Barry Solomon 

Well, tile Holidays are over and I, for 
one, am so full of turkey and ham that I can 
barely move. Luckily, however, my finger 
movements are not impaired so I can share 
tliese bits of information with you. As you 
know, if you read last month's Video 
Schmideo (and who didn't?!), DeluxePaint 
III was my pick for best overall Video/ 
Graphics product of die year. DeluxePaint 
m has some features diat can only be 
described as absolutely unique. The 
brilliant Move requester is one of them. It 
has finally brought animation to tlie 
masses. So, for those of you who got DPaint 
III from Santa or have just purchased 
DPaint III with some of that holiday cash(!), 
let's take a little walk tlirough the heart of 
DeluxePaint Ill's animation feature. Please 
remember, diis is not die advanced class, so 
if I bore you please feel free 
to go straight to the next 
class. 

Ready? Okay. Boot 
up your machines with 
DeluxePaint III. If you do 
not already have an extra 
formatted disk to capture 
the incredible animation 
you are about to produce, 
please format one now. 
Before we get started, turn 
on die Coordinates Feature 
(more about this later). 
When presented with the 
Choose Screen Format 
requester pick Hi-Res (640 
X 400), Overscan, and four 
colors (two bitplanes). 
Make sure yc5ur click on 



Experience! 



Overscan (which will set die screen size to 
704 X 480) and four colors as neither are 
default settings (l6 colors and no overscan 
is tlie Hi-Res default setting). 

Once your screen opens, iiit 'p' to 
bring up die palette requester. The colors 
we are goiijg to set can be changed even 
after the animation is completed, but for 
now, set them as I did so you know to 
which colors I am referring. Set tlie first 
color (top left — color 0) to red(Red — 15, 
Green — 0, Blue — 0). Set die second color 
(bottom left-color 1) to white (Red — 15, 
Green — 15, Blue — 15). Set color two (top 
right) to a blue (R — 0, G — 5, B — 15) and die 
last color (bottom left-color 3) to a green 
color, R— 6, G— 15, B— 3. 

If you are absolutely brand new to 
die Amiga this may be a licde confusing. 




Just remember diat colors are numbered 
from zero on, so if you have four colors, 
they will be number zero through number 
three. Also remember that no matter how 
many colors you are using in any DPaint 
resolution, they are numbered from left 
(top to bottom) to right on your palette. 
Thus in a Lo-Res, 32-color screen, ..there 
will be four rows of eight colors. The first 
color (color 0) will be the top color on the 
left column and die last color (color 31) will 
be the bottom color on the far right column. 
Pull down the Anim menu and go to 
the Set Frame Count requester. Set die 
frame count to 30. Click OK. Now go to the 
last frame. You can do ttiis by either by 
hitting the number three (which brings up 
the Go To Frame = requester), entering 30 
and clicking OK; or take die shortcut. Just 
hit ■•shift-2". This 
automatically takes you to 
the last frame in any 
animation. ('"Shift-l" always 
lakes you to the first frame. 
Learning diese keyboard 
shortcuts can save you a lot 
of ume and effort.) Use the 
right mouse button on die 
Font Tool Box to bring up the 
font requester. Pick the 
Diamond font, size 20 and 
dien pick bold. (We will 
assume from this point on 
diat you know to close a 
requester by clicking OK 
when you are done.) Make 
sure that red is your 
background color, pick die 
white as your foreground 



I'Ua7iimate this, you animaleyotir name! 
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white as your foreground color and then t\-pe youi' name an>T\'here 
on the screen, but do it all in caps (capital letters) and put a space 
between each letter. Pick the 2-pLxel square brush (second row from 
the [op-far right) from the brush shapes menu and the unfilled 
rectangle tool and draw a rectangle about twice as high as your name 
and an inch or so longer on eitlier side. Go to tiie palette requester 
again ("p") and make colors two and tluee (the top and bottom on 
the right) a "Range" by first clicking the top color, then Range (the 
word "to" will appear on the pointer), then the bottom color. Close 
tlie requester and bring up the Fill Type requester by clicking the 
Fill Tool with the right mouse button. Click the up-and-down 
gradient box tlien close. Now pick the blue as your foregrotmd 
color, the Fill as your tool, and fill the box you just made. See how 
the two colors shade from top to bottom and are dithered in the 
center? 

Now pick the Brush Seleaor, and using the right button on the 
mouse pick up your name as a brush. Make sure tliat your 
background color is red so that you will pick up only die letters. 
Move your name so that it is positioned over the rectangle but do 
not stamp it down just yet. Pick red as your foreground color and 
hit 'o' on tlie keyboard. This will outline your name in the current 
foreground color (red) approximately one pLxel tliick. Hit 'o' two 
more times. Now you have a nice contrasting outline around your 
name. Center your name over the rectangle and stamp ii down. 

Centering items on a page can be made very simple with the 
Coordinates feature which I mentioned earlier. I alv.'ays turn this on 
before I begin any project. When you pick up something as a brush 
try to draw the Brush Selector lines evenly around the object, hi this 
case, if the letters of your name are centered witliin die bi-ush you 
cut out then you can stamp them down (reading the coordinates on 
the Title Bar) in the center of the page. In diis example, the screen 
is 704 pixels wide so wc know that the center is around 351 (pixels 
read 0-703) pixels! This is horizontal centering. If I am centering a 
single object or line of text verticalh' on a page, I like to keep it just 
a little above tlie actual center. Tliis seems to be more pleasing to 
die eye. 

Try picking up the entire rectangle with your name inside as 
a brush (Brush Selector-right mouse button). Lave about one 
quarter of an inch around all four sides of the rectangle (for 
centering) when you cut the brush. Now stamp this centered baish 
at 351 X 260 (slighdy higher than the middle-240). 

Before you do anything else, click on Undo. All of your hard 
work will disappear. We do this because we don't want to draw this 
brush yet, we just want to tell the Mo\'e requester where we want 
the brush to end up. Even though we can't see the image anymore, 
die Mo\'e requester remembers the bni.sli and where v.'e want it. 
Now open die Move requester (Move under the Anim menu or 
"shift-m". Click "Brush" and "Cycle" to de-select them. Next do the 
following things: 

1. Click "Move To". This is because we have given DPaint III 
die position we want the brush to move to (as opposed to where 
we want the move to begin). 

2. Change the Count to 29. Since we are working backwards 
(Moving To frame 30) tliis will leave a blank frame at the beginning. 
The default setting on Count will always be the actual = of frames 
you have set so always subtract one frame if you want to start from 
black. 

3- Set "Ease !n" to five. This v,-ill make sure that there is \"en' 
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little change in position in the last five frames, so that the brush will 
"ease" into position. The movement will thus appear smoother. 

We want tlie brush to appear to come from behind the viewer 
so set [he "Z" figure to 500. Now click "I'review". This will show 
you the moving outline of your brush without actually drawing the 
frames. This is DPaint Ill's version of an animator's "pencil test". 
The frames will flash by fairly fast, but it will be obvious tliat you 
have not seen 29 frames. This is because we have set the "Z" too 
high. The animation now starts so far behind tlie viewer that the 
first ten or so frames can't even be seen. These are wasted frames. 
Reset "2" to 300 and try Pre\'iew again. This begins the move just 
out of our line of sight. Looks good. 

Now set "Y" to 200 so the bmsh will appear to come from 
below the viewer. Tr)' Preview. Again we seem to have several 
wasted frames. Tr>' "Y" at 105- This time tlie pre\'iew looks alright. 
Just remember: these numbers are set by trial and error. Anytime 
that you want to have a brush move in from off-screen watch the 
preview carefully. If more tlian a couple of seconds go by between 
the time you click Preview and die time you see your brush moving 
then you are wasting frames. This doesn't hurt anything, but why 
have your Amiga waste time trying to draw frames that no one will 
ever see? 

Now we are going to try one more adjusunent to make this 
a really cool move. Set die "X" angle to 90. This -ft-ill begin your 
move with the brush at a 90 degree angle to the screen. Remember, 
by setting "Move To" at tlie beginning, we have told tlie program 
that all these otlier coordinates are where we want the bmsh to 
move from. Now uy Preview. "Kinda like Star Wars, huh?" Except 
that our brush straightens out at the end of its move so that it will 
be more legible. This will not be terribly impressive in Preview 
mode as it is a little hard to see, but now tliat we are tluough you 
can click "Draw". You can also go get a cup of coftee (or the 
refresliment of your choice) as this will take 5-10 minutes. 

When you come back from your break, check to see if your 
animation is still "cooking". If your pointer isn't snoozing you're all 
done. Now hit FIG to remove tlie Toolbox and Tide Bar and put 
the screen in overscan mode. Next, hit five to play your animation 
and voila! There you are. Amazing what you've learned isn't iL' 
How about one more little adiustmenC Let's make your name 
remain on tlie screen a little longer at die end. Go to the last frame 
Cshift-2''). Now go to the Set Frame Count Requester (under Anim). 
Set the frame count to 100. This wilt add another 70 frames to your 
animation. It's important to note that frames are added at die point 
you are in the animation and that they will be identical to the frame 
you were on when you added ihem. That is why we went to the 
last frame. We have now added 70 frames at the end of your 
animation with your name in the same place for all to admire! Just 
one final touch now. Make sure you're on the last frame (shift-2, 
remember?) and hit clear. The Clear requester will pop up asking 
if you want to clear all frames, a range of frames or just the current 
frame. Click Current Frame. Now your animation begins and ends 
with a blank screen. Hit five to play it. Classy, huh? You can save 
tliis incredible Rrst animation on tliat formatted disk to show your 
friends and family later (at lengdi, no doubt) by going to Save 
vmder the Anim menu, naming it and clicking OK. 

Now, I will take a couple of questions from die cla.ss. You 
there, in the back. Why did we use overscan even diougli the 
background was black? Good question. We used overscan because 
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our brush was moved in from outside the 
edge of the screen. If we hadn't used this 
feature, our brush wouldn't have appeared 
until it was about one half of an inch above 
the bottom of the screen. Always 
remember, even when your background is 
black, you will need to u.se overscan (for 
the best effect and al'W'ays if your outputting 
to video) if anything on the screen will be 
moving off of or onto the screen in any 
direction. 

OK, you, in front. Why do the letters 
on tlie name seem to have slighdy jagged 
edges as the brush moves on screen? 
Anotlier good question. You see, what we 
did with tlie move requester was really an 
automatically generated extension of 
DeluxePaint ni's Perspective feature. 
DPaint III did the calculations and 
adjustments to make the image 
appea r as if it was moving away from 
us and turning in perspective as it 
moved. Life being what it is (and 
DPaint III being what it is), nothing is 
perfect. There is always some 
distortion when computing 
perspeaive moves. This results in the 
jaggies. There are however, a couple 
of saving graces to tliis situation. 

First of all, we sianed with a 
small bmsh and had the computer 
calculate a larger one. I did this for 
the sake of clarity in this tutorial. 
Whenever possible, images will be 
clearer if you start with a large image 
and have it shrink instead of vice 
versa. Secondly, you have now seen 
this move several times. That's why 
you are so aware of this. It is 
important to realize that the entire 
move only takes three or four seconds and 
by the time tlie eye focuses on tlie letters, 
the jaggies are almost gone. Check this out 
yourself at home. Watch the commercials 
ver>' carefully on T\' tonight. If you look 
closely, you will see lots of jaggies in the 
computer generated titles and .such, but 
diey generally go by so quickly tiiat no one 
notices. Lasdy, the DPaint III folks have 
given us partial relief with an anti-aliasing 
feature. Anti-aliasing is the technical term 
for smoothing out the jaggies. Pull down 
the Settings requester under the 
Perspective menu and you will see three 
Anti-aliasing settings. None (the default- 
which we just used). Low, and High. The 
reason that None is tiie default and that you 
are given choices at all is that there is a trade 
off in time for tlie .Anti-aliasing feature. If 



you set Anti-aliasing to Higli and repeat the 
tutorial you wiU find that that first thirty 
frames will take hours to draw instead of 
five or ten minutes. While tlie Anti-aliasing 
is still not perfect, even on High, the 
difference is remarkable. For professionals 
and perfectionists the best solution is to use 
None (the default), generate ytnir 
animation, and, if the movement is correct 
and to your liking, redo the entire thing 
with the Anti-aliasing set to High whiie you 
go out to dinner! Naturally, it will be very 
simple to repeat the project because we 
saved al! of our brushes to disk and made 
copious notes of everything thing we did; 
what we did on what frame, al! the figures 
we gave the move requester, where we 
stamped the brushes, etc. Right, class? 



Bitplanes/Colors Table 



1 bitplane 2 bitplanes 3 bitplanes 






00 


000 


1 


01 


001 




10 


010 




11 


on 

100 
101 
110 

111 



Asyoit can see, 1 bitplane allows/or tu/o 

possible coloi'S; 2 bitplanes allow for four 

possible colors; 3 bitplanes allow for eight 

colors, etc. 



Table One 

I think we have time for one more 
question. Why did we start with only a four 
color screen? This is a bit complicated but 
I will make it as non-technical as 1 can. 
Tliere are cenain hardware limitations to 
animation speed even on the Amiga. 
Remember, for every frame of your 
animation your Amiga has to redraw ever^' 
single pixel that changes. Now, on the 
average, there are not that many pixels tliat 
change from frame to frame, but the 
potential is incredible. The screen size of 
the tutorial we just did was 704 X 480. If my 
calculator is correct that's 337,920 pixels. If 
the entire picture changed from one frame 
to the next that would mean over 300,000 
pixels would ha\-e to be redrawn. That pan 



is easy to understand. The second factor is 
how much of a change there is in each 
pixel. This can get a little confusing. 

You must remember that computers 
deal with information in binary form. This 
means ones and zeros. If you set your 
screen for, say, eight colors, that is three bit 
planes. That is like having three rows of 
ones and zeros. Four colors is two 
bitp!anes-two rows and two colors is one 
bitplane-one row. 

Look at the one bitplane li.st (Table 
One). There are only two possiLile 
combinations and, therefore, only R\'o 
possible colors. To change a pixel from one 
of tliese colors to another (no matter what 
colors they are) requires only one bit to be 
changed. In the rw'o bitplane example, 
tliere are four possible combinations 
— >v of one and zero, so there are four 
\ I colors. The biggest change possible is 
bef^N'een color zero (the fir.st) and 
color tliree (die fourth, or last). This 
would require changing both bits. As 
you can see in the three bitplane 
mode the largest change you can 
have is all three bits. This is more 
difficult and time-consuming for die 
computer dian changing one or two 
bits. Granted, we are not talking large 
amounts of time here but when you 
multi];)ly ihem by a possible 300,000+ 
it does make a real difference. 
Try repeating die tutorial (use no 
anti-aliasing) in eiglit color mode 
(three bitplanes). Use color zero as 
backgi'ound, color one for the letters 
and the outline of ilie box and use 
colors six and .seven (tlie last r^'o for 
the fill, "i'ou will find iliat tlie 
animation sto\\'s down considerably, ^'ou 
can certainly imagine what this would be 
like using colors zero, one, fourteen, and 
fifteen in the full sixteen color (four 
bitplane) mode! 

The (rick, therefore, is to always plan 
your animations thoroughly in advance. 
Use as few bitplanes as you can get away 
with and use your colors wisely. If you are 
moving several colors against a solid 
background (color zero) make the largest 
object or the one that mo\'es die most color 
1. Always arrange your palette so that 
colors that change will be as close together 
as possible. 

Well class, it's been another 
interesting session. I hope it's been as much 
fun for you as it has for me. Until ihe next 
time... 

•AC. 



^ 
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How To Get Moviiig In 4D! 



by Lonnie Watson 



Ever since the Amiga was introckiced, people have 
been trying to animate with it. In tlie beginning, we 
thought the animations being produced were great 
because we finally had a machine that could do real-time 
animations. But just by looking at them, one could tell 
that the Amiga was capable of doing so much more. Part 
of the reason for this sliortcoming was the fact that, in the 
beginning, there was verj- little software available to help 
the budding animator in his or her quest for the "Most 
Awesome Spectacle". In late 1985 and early 1986, tire 
only ^'orks of animated art being produced came from 
programmers. These people possessed the knov\'ledge, 
cunning, foresight, and perhaps smbbomness that 
allowed them to program the Amiga. 

Now, of course, the situation is different. There are many 
programs out there that allow animation of v'lirious sorts. The.se 
animation programs fall roughly into ru'o categories. The page- 
flipping type is perhaps tire most well-known. An example of 
diis type of program are the animation capabilities of 
DeiuxePaint HI. Anybody who ha.s seen a master of Amiga art 
like Jim Sachs peiform their magic can attest to the fact that 
DPaint III is a vety powerful program. But there are other 
animation programs out there in the vast expanse of Amiga 
software. Programs like Videoscape 3D (and its associated 
software), PageFlipper, Animagic, and a whole host of otlrers. 
But perhaps the most powerful of tlie moae affordable software 
pieces is Sculpt 4D. 

Sculpt-.\nimate -iD (from now on we'll call it Sculpt), is a 
very powerful jirograni. It is imique in many of its abilities and 
has a lot to offer. This article will not try to be a Sculpt tutor. To 
give a detailed tutorial on the effective use of Sculpt would 
create a tome larger than most phone books! That is not to say 
that Sculpt is a ver\' difficult program to use, just that its extreme 
versatilirj' makes for a very complex program. 

Sculpt's animation abilities fall into two different modes. 
The Sculpt manual separates them into Global and Frame 
methods. Global animation is a little difficult to grasp at hrst. It 
helped me to tlrink of Global animation as a movie set, witli 
myself as die director. To work in tlie Global animation mode, 
you have to create an action for each piece of the picture. Each 
element's action must be completel)' thoughi-out in ad^'ance. 
You then instruct each element as to what to do and yell 
"ACTION!" With a fair degree of forethought, you can aeate 
some very stunning effects this way. In fact, some of the "plane- 
flying-in-a-circlc" animations can only be done effectively with 
Global animation. Setting up a Global animation is not really 
tliat hard. 
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An animation projeci in Sculpt is known as a 
Take. The first step in creating an animation in Sculpt 
using Global Mode requires that you speciiy tlie 
name of a Take by executing the PROJECT/LOAD/ 
TAKE pull-down menu. You will then be instaicted 
to enter die name of the Take diatyou want to work 
on. Selection of an existing Take will open diat Take 
up and allow you to edit its characteristics. If, as in 
diis case, you are starting a new Take, enter its name 
manually in the file box and select OK witli the 
mouse. There will be no apparent change in the 
program's operation, but you will now be able to use 
all of Sculpt's feaaires to create your imagery. The 
difference is diat Sculpt has now unghosted the 
EDIT/MODIFY/TAKE menu item. Selection of this 
menu item wUl bring up the powerftil Modify Take 
requester. 

Creating an actual animation in Global Mode is 
ratlier easy in Sculpt. First you need an object to 
animate. Using die standard tools provided by Sculpt 
makes this task a breeze. For diis excercise, make a 
ver)' simple object — say, a box. The next step is not 
quite as easy: you have to create a padi for your 
object to travel on. The need for this should be quite 
apparent. In order to direct something to move, you 
have to tell it how and where to move. The path that 
you want die object to take must be created. Sculpt 
gives you the tools necessary to make an object path. 
You simply create the shape of your 
padi with die cur\'e tool or some of 
tlie otJier automatic tools. You must 
take care not to create a shape that 
has any forks in it. Examples of 
suitable shapes would be zig-zag 
lines, circles, and ovals, etc. In diis 
case, try a large circle The next step 
requires diat you determine the 
direction of travel aiong the path (will 
the box move clockwise or counter- 
clockwise?) This is done by 
highlighting the first point on die padi 
(your start point), then placing the 
crosshair cursor on die next adjacent 
point in the desired direction. This 
direction is now specified as tlie 
direction of travel. Now diat you have 
specified the shape of your path and 
the dii'ecdon of travel, you ha\'e to 
actually name it as a path. This step 
teils Sculpt that this shape you have created is going 
to be a path, and it is done by selecting the EDIT/ 
DO/MAKE/PATH pull-down menu. Now Sculpt 
knows that diis shape is a Path. 

The next step is to name the Path. By selecting 
a point on die Path and tlien selecting the EDIT/ 
SELECT/CONNECTED pull-down menu, you wUl 
higlilight all the vertices on the padi. Tlien, if you 
select the EDIT/NAME/SELECTED VERTICES pull- 
down, you will get the NAME \T:RTICES requester. 
Sculpt allows you to group points together and give 
them a name (for convenience). Once the group of 



points is named, you can ti^eat them, in a way, as one 
unit. (In tliis example we are going to animate a box. 
We do want to make sure that all die points in the box 
move together, don't we? If we group the points 
together by naming tliein, then all the points 
associated with diat name will move together.) In 
this instance, we want to name die Path. Clicking iii 
the Add Name box, you can type in the name that 
you want. Pressing Return will place that name in the 
list of names maintained by Sculpt. Click OK to leave 
diis requester. 

Now we go back to the object we created. 
Select one point on the object and .select the EDIT/ 
SELECT/CONNECTED pull-down. This will select all 
die vertices in the object. Then selecting die EDIT/ 
NAME/SELECTED XTERTICES again will bring up the 
Name Vertices requester once more. You should see 
diat it already has the name of your Padi in the list 
of names. Clicking on the offspring box will move 
die entered name of the Path lo the Parentage box 
and clear the list. Now enter the name for the object 
in die add name box and press Return. This will place 
the new name in die list of names. 

We have really done two diings at once here. 
First, we have named the object (as we pre\iously 
named the Path). Second, \\'e set the Path up as a 
Parent and Box as an Offspring. This is what Sculpt 
calls Hierai-chy. This is a very valuable tool in Sculpt 
as it allows you to set up conditions wherein, if one 
object in a list moves, all die offspring of that object 
move with it. This is called Hierarchical Motion. For 
instance, suppose you had a model of a plane, and 
on this model of die plane you had a propeller and 
landing gear. Now, a real plane takes its propeller 
and landing gear with it when it moves (at least, diat 
is the theor)0. Sculpt allows you to do the same diing 
by creating a hierarchy. Then, if you move die body 
of the plane, the associated propeller and landing 
gear move with it. 

The next step is to tie die object to the PatJi. 
First you need to higlilight the entire object by 
selecting a point on the object and then selecting the 
EDIT/SELECT/CONNECTED pull-down menu. This 
will higlilight each of the object's vertices. Then, 
place liie cursor on the object's center of gra\'it>'. This 
may seem confusing but the center of gra\'iry will not 
necessarily be inside the object. For instance, a door 
will have its center of gravity along one edge.Tliis 
step can be die key to creating realistic-looking 
animadon. After selecting die centei' of gi'avity, you 
need to select die EDIT/MODIF^VLOCAL ORIGIN 
puU-down. Selecting the Set button will tie the object 
to die padi at the center of gravity. Once you have 
done this, you can place any light sources that you 
want, as well as place the observer and target. 

Selecdng the EDIT/MODIPt'/TAKE pull-down 
once again will present you with tiie Modif\' Take 
Requester once again. Clicking on the Number of 
Frames Box will delete die number already in die 
Box. Entering die number of points on the padi diat 
you have created will create an animation with as 
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many frames as there are points in your path. You can 
then dick on the Save Global Scene button to save the 
animation to your disk as a take. Remember, this is 
the raw data of the Take — not the finLshed, rendered 
Take. Once it is saved to disk, you can then load it 
back at any time and edit it. Selecting the Pre\'iew 
button ^viU alio'w you to view the animation in 
wireframe. This will give you a good feel for the 
animation and help you see problems witli your work 
before you wait five days for the whole ray-traced 
animation to finish. 

As we have seen here, the Global animation 
feature of Sculpt is quite impressive. It allows you to 
create a path for an object and make tliat object move 
along that pre-defined path. It is important lo 
remember one thing about this type of movement. 
Each point along the path that the object is tied to 
represents its position from frame to frame. If you 
have an object moving in a straight line and the only 
points on that line path are at the paths ends, then the 
object will zip from one end of the path to the other 
in rR'o frames. If that path is long, then tlie animated 
effect will not be that good, if, on the other hand you 
had many points on tliat straight path, dien the effect 
would be slower and smoother, and overall qtiite 
good. It is also important to make the distances 
between tlie points on yotir path ccjual. Otherwise the 
object will appear to speed tip and sloi;\' down as it 
travels on its padi. This effect can be quite good (and 
even necessary), but only when desired. 

Sculpt has another mode of animation called 
Key Frame mode. Key Frame mode woi-ks on a 
simpler principle than the Global mode. Key Frame 
mode creates animation by a process called 
"tweening". Basically, you create animations by 
selecting r^-o frames as a reference. In each of these 
frames, you have some objects that have moved. Let's 
say a ball is in the air on the first frame, and on the 
ground in tlie second. These frames are called key 
frames. Sculpt is then able to create tine "in between" 
frames so that the overall motion of the ball is smooth 
during its fall to the ground. All you have to do is tell 
Sculpt how many frames to render berween the key 
frames. 

Key Frame animation is accomplished via the 
EDIT/MODIFY/TAKE requester once again. When it 
appears, you select tlie Global gadget on the top and 
it changes to the word Frame. From here, you will he 
able to edit and create key frames for your animation. 
In the middle of die requester, you will see an object 
that looks like a piece of film. There will be an arrow 
poindng to the current frame in that filmstrip. Clicking 
on the Key Frame button will toggle the frame status 
from Key Frame to non-Key Frame. Selection of die 
Save Key Frame button will save the current image in 
the Tri-View to that Take's Key Frame data. You can 
then exit diis requester and move the wanted objeas 
around a bit, re-enter the Edit Take Requester, select 
another frame, make it a Key Frame, and finally save 
it to tlie Take's file by selecting the Save Key Frame 
scene button again. 



The Global Mode of the Modify Take 
Requester has certain effects on the Frame Mode on 
the same requester. For instance, the number of 
frames in the Global Mode of die Modify Take 
Requester sets the length of the 
filmstrip in both modes. You also 
need to go back to Global Mode to 
Preview the animation or to Render it 
in its entirety. You may well wonder 
why this is the case. At first I 
wondered why could they not have 
just made Uie two requesters .separate 
and allowed each to have completely 
different settings? Well after playing 
for a while, I think I know why. 
Global and Frame Modes are really 
die same thing. Global mode simply 
allows some different ways of 
defining motion. You can have 
Global and Frame animation 
occurring in the same take. This 
cou Id be u seftil — for exa m]jle, if you 
had straight linear motion on some 
items and more complex motion on 
other items. 

There are a few things to keep in mind when 
doing Frame aniniation. The first is the effect of die 
linear interpolation that Sculpt jierfomts when doing 
frame aniniation. For example, suppose you had a 
rectangle sitting on die ground, and you made die 
second key frame with the rectangle rotated 90 
degrees or so. The animation wotild create some 
frames with a rectangle that is very different-looking 
than the beginning and ending rectangles. (It would 
most likely be much much smaller). This is an 
inherent problem widi linear interpolation, not 
Sculpt specifically. The solution here is to split the 
single tween up into many smaller rft'eens, or to tie 
tlie rectangle to a path (Global Animation) rather 
than using Frame Mode. Secondly, Frame Animation 
is not really suitable for complex movements of 
objects. This is because the time required to create 
each key position in a Frame Mode anim is far greater 
than simply tying the same objects to a path and 
using Global animation. 

Keejiing in mind the differences of these t^'o 
powerful modes of animation in Sculpt, one can 
create some truly stunning arr^vork. Sculpt is a very 
complex and powerful program. I have really not 
even scratched the surface here. Perhaps after 
reading this, you will have the desire to explore 
Sculpt a little more. I am sure you won't be 
disappointed. 'AC* 



Key Frame 
mode tvorks on 

a simpler 
principle than 

the Global 

mode, creating 

animation by a 

process called 

'tweening'. 



Sculpt-Anlmate 4D 

Byte by Byte 

Arboretum Plaza tl 9442 

Capitol of Texas Hwy. N., Suite 150 

Austin. TX 78759 

(512)343-4357 

Price: $499.00 

Inquiry # 205 
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(BIC-M^QIC: 



by Orlando Fiirioso 

It looked like it was going to be a 
fairly busy weekend, but 1 wanted to check 
out this new clip art set. I was sure I could 
spare and hour or two first thing Saturday. 
Next time I'll open the package before I 
make any plans. 

It was a rather unassuming envelope, 
although it did seem a bit bulky for just clip 
art. Once open I discovered a beautiful 
little fan-file disc case inside which holds 
the ten (TEN?) discs that make up the set. 
You may have seen this case before: the 
hard plastic kind that flips open and sells 
for around SlO at your local dealer. Very 
nice. I also found the manual — all 220 
pages worth. 

THE MANUAL 

The manual begins %\'ith the usual 
"thank you's" and credits, followed by a 
nice letter from Joey Rubenstein, President 
of Joe's First Company, Inc. It is an intro- 
duction and hello from an apparently very 
down-to-eartli guy along with an explana- 



A Product Profile 



tion of the raison d'etre of tliis particular 
package. This is followed by several pages 
of technical explanations and instructions, 
which are necessary because of tlie unique 
format of the set. 

Joey's set, which is only the first of 
many planned, was apparendy designed to 
accomniodate not only DeskTop Videogra- 
phers but DeskTop Publishers as ^ell. 
Knowing that structured clip an is useless 
to video and graphics users and that tire 
usual screen-sized bitmapped graphics are 
frequently not suitable for the publishing 
users, he has done somediing ver)' differ- 
ent. He has compiled a package of over- 
sized bitmapped clip art. They are what 
some call superbitmaps 

THE SIZE 

The 250 plus images in this package 
are all over-sized pictures, many as large as 
four overscanned screens. They are this 
size because, as we all know, it is much 
easier (i.e., cleaner) to re-size graphics 



smaller ratlier than large. The manual gives 
clear and concise instnictions on re-sizing 
diese pictures for printing and video work. 
It even explains how to figure out propor- 
tions for shrinking an image to a particular 
size. The large size of the picaires makes 
them perfect for printing big posters, ban- 
ners and other related applications. 

I found resizing to go re!ati\'ely 
smoothly when I tried bringing some of the 
pictures down to more typical sizes for 
video work. Joey's instructions for DPaint 
III suggest loading the picture then going to 
the screen format recjuester and changing 
the picture size to screen (instead of keep- 
ing it the same). In some cases, this requires 
you to resize the restilting image (via the 
Stretch device) to restore the correct pro- 
portions. In many cases I found it easier to 
just cut the picture into smaller brushes, 
shrinking them individually Ch' in DPaint) 
and then pulling ihem back together 
(usually on the spare page). In any case, 
neither metliod was terribly difficult. 




by Barry Solomon 

There are a lot of people doing 
animation with their Amigas these days. 
Some are animating at home and some at 
work. Some are professional animators ancl 
some are not. .Many of these people are not 
even artists. 'With the ever-increasing 
popularity of Amiga animation (Amiga- 
mation?) many people have become and 
are becoming animators who would never 
have thought of themselves as artists. 

In the Amiga world of ce! animation 
(drawing one frame at a time) one of the 
fastest and easiest ways of producing 
animated objects, backgrotmds, people 
etc. is to use clip-art. It's great to hti able to 



Brushing- Up On... 



draw a beautiful jet airplane to move across 
the screen in your animation but if you're 
not an aitist or, if you can draw a bit but 
planes aren't your tiling why not u.se clip 
an? 

In many animation situations the 
object we animate only need to move on 
screen. They don't need to chrmge in any 
way. Obviously it does depend on the 
situation anci ones of the easiest ways to 
keep your from looking riglit is not to have 
some objects change. Take, for example, a 
car. If you move a car straight across a 
screen over se\'era! frames it will look very 
wooden. Of course, if you also move it up 
and down a tiny bit, or maybe use some 
streaks to show speed it will look much 
more natural. Maybe even some very 
simple color cycling on the wheels or just 



having the driver's scarf blovv'ing in tile 
breeze! Perhaps a combination of one or 
more of diese techniques will yield just the 
effect you're looking for, but the basic 
point is that we can find ways to animate 
a car without necessarily being either an 
artist or a mechanical drafisperson. 

There are any number of clip art 
packages available for the Amiga and, with 
a little practice even a non-artist can learn 
litde tricks to animate objects or even 
people. 

Frankly, one of the best ■^^'ays to 
learn economical (i.e. easy) animaiion is to 
watch the Samrday morning cartoons. 
Light-years away from tlie old Disney-type 
(or even Warner Bros. t%'pe) of animation, 
the current crop of week-end animations 
uses every possible trick to economize. 
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when doing an article of tliis type, but I 
must say I fell in love with this package . The 
images on the ten disks are broken down 
according to these catagories: 

1. Food 

2. Sports 

3. Cars & Other Wonders 

4. Christmas 

5. People 

6. Plants 

7. Animals 

8. Miscellaneous Objects 
9- Bordersets 

10. Eyegrabbers 

The assortment of individual 
clips on each disk is delightful, but it 
is die style tliat really caught my eye. 
Much of the clip art on the Amiga 
market tries so hard to take advan- 
tage of the Amiga's incredible graph- 
ics capabilities tliat it ignores the 
talents of the artists ^'ho wish to use this ait. 
Photographic realism has its place, but 
often the palettes of such clips are so vital 
to the picture that it is almost impossible to 
fit them into your work. This is not the case 
widi PIC-MAGIC, This package is strictly 
black and white line art obviously sketched 
with a very relaxed and casual style. The 
images are very realistic, but diey have that 
'alive' quality that separates a good draw- 
ing from a plioto. 

Even witli die enormous quantity of 
pictures in this set, the amount of serious 



tliought diat went into choosing diem is ob- 
vious. Going dirough each image in the 
manual (yes, all 250+ are in there) the as- 
sonment is amazing; cenainly one of die 
best chosen assortments of clip art I have 
ever seen. A pic- 
ture can be found 
for just about ev- 
erj' purpose: from 
illustrating an ar- 
ticle to decorating 
a menu to making 
posters lo support 
your local teams. 
Particularly in 
terms of advertis- 
ing uses such as 
posters, flyers etc., 
I found very little 
lacking in this set. 

About the only 
complaint I could 
find with this entire package (and it's a 
small one) is that in terms of video u.ses, 
they could have made life a litde easier for 
the extremely lazy. The pictures are so nice 
it would be great if tile sizing step could be 
eiiminaied. What I would really like to see 
is a Package One A which has all 250+ 
images on just a couple of disks already 
brought down to a more average size for 
video work. The funny thing is, when I 
mentioned diis to AG's Video Editor, he h ad 
just gotten tiirough saying ilie same Uiing to 
Joey Rubenstein on the phone and Joey 




Animation! 



Rarely do you see a character 
running into a wall. What you usually see 
now is that character running off the 
screen, followed by a bang or other noise 
while die screen shakes followed by a ait 
to the injured charaaer. These are exacdy 
die kind of shortcuts diat you can learn to 
use in your animations. If you use them 
wisely (and as long as you are not trying to 
compete with Disney) you can make your 
animating easier and give it a more 
professional look. 

Even clip art animals and people can 
be animated by careful cut-&-paste 
methods. Rotation of brushes can be 
difficult as diere is no such thing as perfect 
rotation (unless you're working in the 
structured art/postscript area) and your 
brush will likely suffer serious distortion as 



well as a serious case of die jaggles. But, 
even rouition can be done if you keep it to 
a minimum and you're willing to do some 
cleanup. 

One note about animating dip art, 
diere is one package of clip art on tiie 
market called Build 'Em from The 
Picturebox. Build 'Em is a figure 
construction set containing 25 screens with 
over 500 body parts (sounds like a Wes 
Craven film) which are anti-aliased and 
designed to be cut and rotated. 

There are a lot of Amiga clip art 
packages available and vi'ith die success of 
die mega-set of clip art from Joe's First 
Company the future of Amiga clip art looks 
bright. So with a litde practice you might 
just be able to cut, paste and animate your 
way to fame! 



tliought it was a great idea. Talk about re- 
sponsive. 

According to Joey, PIC-.NLA.GIC =2 is 
almost done, and soon diey ^ill be starting 
on other packages. It will cost them a little 
extra, but widi any luck Uiey wUl make all 
of tlie packages available in two sizes: one 
for video and one for print. It's tough to 
really complain about this package, be- 
cause at a retail price of S99.95 for the set, 
each image costs about 40 cents, and at that 
price, if I have to shrink a picture down a 
litUc it's no big deal. 

If you're looking for photographic 
quality clip art, this wfotild be a good 
package to avoid. However, if you prefer a 
huge .selection of excellently sketched, 
ready to color, images, this is the package 
you've been waiting for! 

•AC- 




Qaas Doors* 



Just a quick P.S. 

/ was speaking to Joey Rubenstein just 

before this issue went to press and he 
informed me that he has noiv made this a 
twelve-disk set . The extra two disks tviU 
contain approximately 98% of the 250 
pictures scaled down to a more usable size 
fo r video . Reg istered owners if ill receive the 
upgrade automatically. Should yon 
purchase the ten-disk set from a dealer's 
current stock, you will receiue the upgrade 
when you send in the registration. O.F. 

"Images have been colored for enhancement. 



PlC-MAGiC 

Professional Qualify Clip Aif 

Pacl<age One 

Joe's First Company Inc. 

P.O. Box 579, Station Z 

Toronto. Ontario, 

Canada M5N2Z6 

(416)322-6119 

Price. $99.96 

Inquiry #207 
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Insight into the World of Freely Redistributable Sqfluare 



by Michael Morrison 



Above and Left: The 
Sentinel, by Bradley 
Scbenck, won first 
place in this year's 
BKDC 



Left and Below Left: 
Roger Ciirren 's 
XAUX-Kmerentty in 
the BKDC won him 
secondplace. 



Right- Tiie 

Atari box is 

about to be 

smashed in 

the VAUX- 

Killer 

animation. 



The Fred Fish collection has mude it to 
Number 282! Mr. Fish must be very busy. .\s 
always, cliere are many useful programs in this 
latest release, but many of the BADGE Killer 
Demo Contest entries v.'cre also included. And 
since we do have an animation theme going this 
month, I decided to give these people some 
credit for their work and present parts of their 
animations for the world to see. This year's 
winner requires at least 3 meg to run and ^ven 
has a 3-5 meg version! 

THE SENTINEL 

This animation was created using Turbo 
Silver, Deluxe Photolab, DduxcPaint III, and 
The Director. The animation consists of about 
70 frames of ray-traced pictures. It took approxi- 
mately three and a half weeks to render die 
animadon. 

77;e Sentinel was entered by Bradley 
Schenck (see related article, 'The Sentinel", on 
page 42). Because of its size, the animation had 
to be put on Vf.'o disks, Fred Fish disks =26-) and 
sf^265. Bradley won first place with diis anima- 
tion. 

VAUX-KILLER 

This animation 'n'as entered by Roger 
Curren. It is a\"ailable on Fred Fish disks ^265 
and *266. The animation uses a clc\'cr ap- 
proach — son of a contest entrj^ witliin a contest 
entry, as it tells of anxieties encountered while 
partaking in the N'AUX-Killer contest. It is quite 
long and has some veiy funny parts. Roger won 
second place with tliis animation. 
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The 



4Mi 



1989 BADGE Killer 

Demo Contest 



SPIGOT 

This animation was entered by Eric J. 
Fieischer (Dr. Gandalf). The animation consists 
of many ray-traced HAM overscan pictures with 
sound effects. Eric won sLxth place with tJiis 
entry. It appears on Fred Fish disk ^272. 

TOO MUCH 3D 

This animation was entered by Jim 
Robinson. There isn't any information on how 
Jim made die animation. Too Much 3D shows 
what happens if you spend too much time doing 
3D work on your Amiga. Jim received tenth 
place for this entry, which is on Fred Fish disk 
»270. 

CPUSTANDOFP 

This animation is a visual representation 
of the computer wars. It has some interesting 
scenes with nice art. There are many visual jokes 
aimed at other computers throughout the ani- 
mation, CPU Standoff was entered by Bob 
Janousek and is on Fred Fish disk *271. 

BALLOON 

This animation ■was entered by Dave 
Schreiljer. It appears to have been ray traced 
and includes sound effects. Balloon is on Fred 
Fish disk =f212 

LASER BOING 

This animation shows a ray-traced Boing 
ball spinning around with laser light bouncing 
off it. Has a nice effect and also includes sound. 
This animation was entered by Mike \'an der 
Sommen and is on Fred Fish disk -271. •AC* 



Above Right: Eric 

Fleischer's {Dr. 

Gandalf) entry in 

the BKDC tvon him 

sixth place. Right: 

Too Much 3D by Jim 

Robinson won tenth 

place in the BKDC 



Right: Bob 

Janousek 's CPU 

Stasidoif shows the 

ongoing battle/or 

computer 

supremacy. 

Below Right: Dave 

Schreiber's Balloon 

animation shoivs a 

baUoonJiUing tip 

and then flying 

through the air. 




Left: Laser 
Boing &>• 
Mike van der 
Sommen 
showed a 
Boing ball 
energized by 
laser light 
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Animation? 
Basically! 

Cell Animation in AmigaBASIC 




by Mike Morrison 



There are many different ways to 
produce animation on the Amiga. The 
operating system has many fanc)' struc- 
tures, functions, and commands to help 
make animation on the Amiga easy. This 
array of tools probably does make anima- 
tion easier if you are programming in a 
compiled language. But what about Ami- 
gaBASIC? 

ANIMATION IN AMIGABASIC? 

You could take advantage of every 
one of these structures, functions, and 
commands by using the AmigaBASIC LI- 
BRARY and DECLARE FUNCTION com- 
mands. Toss in a few hours of skimming 
through die ROM Kernel Manuals, old 
Amazing Computings, and the Enquirer 
(just to relieve stress) and you can end up 
with a nice animation. But why do all that 
when you can use standard AmigaBASIC 
commands and a technique called "cell ani- 
mation". 



CELL ANIMA- 
TION 

The best 
example to ex- 
plain the theory 
behind cell anima- 
tion is to turn back 
the clock to when 
we where in grade 
school. Everybody 
has taking a stack 
of that gray re- 
cycled math paper 
and drawn a stick 
figure slightly 
changed on each 
sheet. Then when 
you flip through 
the stack of paper, 
wa-la!, animation. 
Eat your heart out 
Walt Disney! 



USING TOOLS 

Because I am inherendy lazy, I've 
learned to use the tools that are available to 
me. We are going to use many tools diat the 
average Amiga user has. Two of these tools 
yoLi definitely have: AmigaBASIC, and a 
program called 'LoadlLBM-SaveACBM'. 
AmigaBASIC is on your Extras disk tliat 
came with your Amiga. So is the 
'LoadlLBM-SaveACBM' program. It is lo- 
cated in the "BasicDemos" drawer. The 
third tool is your favoriie dra-^'ing program. 
i will be using DeiuxePaint III. 

GEITING STARTED 

The first step in our project is to 
decide what you want to animate. Initially 
you should keep it simple. Then when you 
feel comfortable with tlie procedure, you 
can let your imagination go wild (within die 
con.siraints of the law, of course). 1 decided 
it would be fun to .start with a deflated 
Boing Ball and then have it blow up. 

Fire up your dra't^'ing program. Select 




This picture in DehixePaint shons bow the 
animation looks cell-by-celL 



a lo-res screen ■with four colors. Draw a box 
with die box tool that is 45 pixels square. 
Then cut and stamp six of these in a row 
(see Picture One). Draw your animation 
one frame at a time. Change each frame 
slighdy from left to right. The leftmost 
frame will be die first frame in the anima- 
tion and the right frame will be die final 
frame in the animation (see photo two). 
Save die picture as CellAnim.lFF. Tlien exit 
your drawing program. 

Start AmigaBASIC by double-clicking 
die icon on the Extras disk. Click the mouse 
in the left of die \yJO ■windows that appear. 
The right window is the listing window and 
die left is the command or immediate mode 
window. T)'pe: 

Ipad "df 1 rBasicDemos/LoadlLBK-SaveACBM" 
<retijrn> 

Change the drive in these examples if the 
file is on a disk in a different dri\'e. After a 
few seconds the prompt will return. Type: 



run <retiui::i> 

There will be 
some text that 
appears and then 
you will be 
asked: 

'IFF ILBM 
fiiespec ?' 

Type: 

dfO:CeilAnlm.iff 
<return> 

You will dien be 
asked: 

ACBH fiiespec ? 
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Type: 
'dfO :CellAniin.acbni' <return> 

The picrure will be loaded in (very slowly) and dien tlie 
picture will be saved in 'VCBM fonnac. The ACBM format can be 
loaded into AmigaBASIC quickly using a program called Xoad- 
ACBM'. While the program is loading the IFF picture and saving it 
in ACBM format do not touch the mouse button as this will mess 
up the picaire. 

MODIFYING LOA OA CBM 

When the pic.jre is 
done being saved as an 
ACBIVI, click in the left 
window and type in the 
program in Listing One 
Save it just in cs'se we ac- 
cidently lose it in this next 
part. Highlight the entire 
listing by clicking the 
mouse at the top of the 
listing and dragging it to 
the end of the listing. The 

whole listing should be orange. Use the pull down 'edit' menu and 
select the 'cuf option I knowyou're tliinkmg this sounds crazy, but 
trust me IfthingSceein co.nfijsing, refer to Lasting Two. which is the 
entire modified listing. 

The list window should be emptj', witli Listing One hidden 
away in tlie cut and paste buffer. Type tlie following in tlie left 
window; 

load "LosdACSM" <r=t^rn> 

When the cursor reCu ms select 'show list' from the 'Windows' 
menu. Click the mouse inside the list windo^v and press the 'Alt' key 
and the 'down arrow' key at die same time. This should put the 
cursor at the end of the listing. Select the 'Paste' option from the 
'Edit' menu. There is Jisting One! We are going to use tlie 
LoadACBM program to display our AnimPicACBM pictui^e so we 
can do some wo.'^k on it- There are still a few changes we have to 
make to LoadArBM first. Press tlie 'Alt' key and the "up arrow' key 
at the same time. This gets you to the top of the listing. Type in the 
following command: 

clear ,19000 

This increases the amount of .'.rcmory that .AmigaBASIC has 
for its variables. When we use the GET command it requires a good 
size chunk of memory to store each cell of the animation. This 
number was not derived by any known formula — I kept increasing 

thisnumberuntill I stopped getting 
Out of raemor\'' errors. 

Press tlie 'shift' key and the "down 
arrow' key four times. At the bot- 
tom of die screen you should see 
the line: 

inpjt " .1.C3M fllospec"; 
ACEMnameS 




delete this line and replace it witli the following line: 

ACBMnameS="dfO: eel lAnim. ACBM" 

That is all die required modifications. If you want you can 
delete all tiie lines tliat have REMs and PRIXTs. These are not really 
needed anymore and just cause clutter (leave aU copyrights of 
coarse). It is now time to run tlie program by selecting the 'start' 
option from the 'run' menu. The picture should be displayed on the 
.screen. Follow die instructions for clicking the coordinates of each 
cell into die computer. The program uses tlicse to calculate the 
location of each cell so it can GET them and dien later animate them 
widi the PUT command. This can be inaccurate, so the animation 
might be off slighdy. This could be improved by replacing this 
section of code with the actual x and y coordinates of the cells. The 
paint program that you used can probably help hy displaying the 
coordinates as you draw each cell.This would produce an exact 
placement of each cell in die animation, 

THE CODE 

Listing One is plain AmigaBASIC. The first pan of ihc code 
gets the coordinates of each cell. This information is used in 
conjunction with the GET command to capture each of die sL\ cells 
into an array called p%. This is a two dimensional array. The first 
index of the array is the area where tlie data of each cell is sioi'eci. 
The second index is die actual number of the cell. Explanation; 



The data for a sinsle cell 



Which cell 




p%(850, 0)<- 
p%(850, 1)<- 
p%(850, 2)<- 
p%(850, 3)<- 
p%(850, 4)<^ 
p%C850. 5)<- 



-1st cell 
-2nd cell 
-3rd cell 
-4th cell 
-5th cell 
-6th cell 



Wlien the data has been copied off of the screen into tlie array 
we can tlien clear the screen with tlie CLS command. The FOR/ 

NEXT loop then plays 
through the cells one at a time 
in the same location using the 
PUT command. Then for fun 
I play tlie loop backwards. 
This happens five times and 
d-i.en die program ends. 

This might seem to be a lot of 
work for a little animation, 
but after you have gone 
througli the steps a few times 
you will see that it really is not that hard. The next thing you should 
add to this program is a routine that saves tlie array to disk. This 
way, once you have die data saved to disk, you could get rid of die 
whole LoadACBM program and just load the animation data from 
disk into an array and play die animauon widioui all that o\'erhead. 
The other area that could use some work is the routine that finds 
tile coordinates for each cell. This could be made a stand-alone 
utilit}'. Have fun. 

Listings begin on following page. 
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COMPUTER STORE 



One of the Oldest and Largest 
AMIGA dealers in New England 
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*' Video Training for tlie latest 
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Framegrabbers 
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1294 Washington SI 621 Boston Post Road 

West Newton, MA 02165 Sudbury, MA 01776 

617-964-3080 508-443-9731 



Circle 139 on Reader Service card. 
LISTING OtiE 



blowingup: 
PALETTE 1,1,1, 1 
PALETTE 3,1,0, 

DIM p% (350,5) 

PRINT "Click on upper-left of Cell 1" 

WHILE MOUSE I 0)00 

WEND "Clear Che mouse buffer 

WHILE MOUSE 101=0 

xl=K00SE(l):yl=M0USE<2) 
WSND 

PRIKT "Click on lower-right of Cell 1" 
WHILE MOUSE (0)00 
HEKD 

WHILE MOUSE (0)=0 
X2-M0USE(1I :y2-MOUSE(2) 
WEIJD 
cellwidth=x2-xl 

FOR x=xi TO xl+ tcellwidth'Sl STEP ceIlwidth-1 
GET (x+l,yl)- |j:+cellwidth-2,y2-l) ,p% |0,c) 
c-c+1 
NEXT 

CLS 

FOR 1=1 TO 5 
FOR X-0 TO 5 

PUT aOO.lOO) ,p*(0,x),PSET 
FOR d=l TO 50 Q: NEXT 
NEXT 



FOR d=l TO 750:NEXT d 

FOR x=5 TO STEP -1 

PUT (100,100) ,p%(0,x) ,PSET 
POR d=l TO SOOlNEXT 
NEXT 
NEXT 

WINDOW CLOSE 2 
SCREEN CLOSE 2 



LISTIWa TWO 



CLEAR , 50000s 

REM This code is based on the LoadACBM program tha^ comes on 
REM Che Extras disk and was written by Carolyn Scheppner-CBM 



DIM bPlaneiiS), cTabWor;<% (32) , cTabSave% 132) 

REM - Functions from dos. library 
DECLARE FUNCTION xOpenS LIBRARY 
DECLARE FUNCTION XReadi LIBRARY 
DECLARE FUNCTION XWriteS LIBRARY 
REM - xClose reti:rns no value 

REM - Functions from exec. library 
DECLARE FUNCTION AllOCMemfiO LIBRARY 
REM - FreeMem returns no value 

LIBRARY "dcs. library" 
LIBRARY "exec. library" 
LIBRARY "graphics. library" 

GetNaxes: 

'INPUT " ACBM filespec";AC^^^nameS 

acbmnameS="df 0: blowingup. aobm" 

REM - Load the ACBK pic 

loadErrorS = "" 

GOSUB LoadACBM 

IF loadError? <> "" THEN GOTO Mcleanup 

REM - Demo Graphicrafc color cycling 
IF foundCCRT AND ccrtDir% THEN 
REM - Save colors 
FOR kk = TO nColors% -1 

cTabSave% <kk) = PEEKW(colorTabS+ (kk*2l ) 
cTabWorkI (kk) = cTabSave* (kk) 
NEXT 

REM - Cycle colors 

FOR kk = TO BO 

IF CcrtOir% = 1 THEN 

G0SU3 Fcycle 
ELSE 

GOSUB Bcycle 
END IF 

CALL LoaQ.RGB4ilsVlaw?ort«,VARPTR(cTabWork% (0) ),nColors%) 
REM - Delays approximated 
FOR del = TO ccrtSecsi " 3000 

FOR de2 = TO ccrtMicsi / 500 

NEXT 
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NEXT 
NEXT 

REM - Rescore colors 

CALL LaadRGB44 [sViewPort s, VABPTR (cTabSave% (0) ) ,nColors%J 
END IF 

McleanuD: 



Mcleanup2 : 
LIBRARY CLOSE 
IF loaqiErrorS <> 
GOTO blowingup 
END 



THEN PRINT IoadError$ 



Bcycle: 'Backward color cycle 

cTemp% - cTabKork%(ccrtEnd%l 

FOR jj = ccrtEnd%-l TO ccrtStartl STEP 

cTabWork%( j j + 1) = cTabWor]<% ( j jl 
NEXT 

cTabWorkI (ccn:S!:art%) = cTeiiip% 
SETUBN 

rcycle: ^Forward color cycle 
cTerap% = cTabWork% (cortStarr%) 
FOR jj = ccrtStart%+l TO ccrtEnd* 
cTabWork%<jj-l) = cTabWork* I j j ) 
NEXT 

cTabWork* (ccrtEnd%) - cTemp% 
RETURN 



LoadACBM: 

REM - Requires the following variables 

REM - to have been initialized: 

REM - ACa,'-aiame$ (ACBM filespec) 



REM - init 


variables 




fS = acbmnameS 








fHandlefi = 










mybufi = 










foundBKHD = 











foundCMAP = 











foundCamg = 











foundCCRT = 











foundABIT » 











REM - From 


include/ libraries 


/dos.h 


REM - MODE N 


EKF 


ILE = 


1006 




REM - MODE 


LDF 


ILE . 


1005 





filenames = ES + CHRS(0| 

fHandleS = xOpenS (SADD If ilenameS) , 1005) 

IF fHandleS = THEN 

loadErrorS = "Can't open/ find pic file" 

GOTO Lcleanup 
END IF 



REM - Alloc ram for work buffers 

ClearPublicfi = 65537s 

mybuf sizes - 360 

mybufs = AllocMems (roybufsiies.ClearPublicS) 

IF nybufS = THEM 

loadErrorS = "Can't alloc buffer" 



' DPAINTIII ^ 

( PLUS MOVIESETTER USERS ) 

ANIMATED FONTS 

Bring your screens to life with 
3D FONT-A full rotation 3D font 

For effects that will knock their socks off II 

DlSSaLVE_EONI"Yes it does I 

Dissolve on or off screen - Rotate, Shrink, etc. 

POUR FONT-Pour in place WOW 

Animated paint can pours the font on screen I 

COMIC FQNT -See to believe I 

Animated charadere that bring your title to life 
OVER 270 ANlMATFn RRl|C;HFfi 

Thousands of screens that bring out your Best 
ONLY $ 39.95 D.gliyer§d tfiXQur doprj 

ChectiQf,M atQj_ fV'HW^^lW 

IVo Disk P.O. Box 801 

SET PROSSER, WA 99350 

WARES ADD $3.12 TX 

COMJNaSOON PREHISTORIC AND SCI - FI 

products namoj are trademarks of there respective oo. j 



circle 1S0 on Reader Service card. 



GOTO Lcleanup 
END IF 



inbufs = mybufS 
cbufs = mybufs + 120 
ctabs = mybufs + 240 



REM - Should read FORMnnnnACBM 
rLens = xReadS IfHandles, inbufs, 12) 
ttS - "" 
FOR kk - 8 TO 11 

ct% = PBEKUnbufS + kk) 

ttS - ttS + CHRS(tt%) 
NEXT 

IF ttS <> "ACBM" THEN 

loadError$ = "Not an ACBM pic file" 

GOTO Lcleanup 
END IF 

REM - Read ACBM Chunks 

ChunkLoop : 

REM - Get Chunk na.Tie/length 
rX*enS ^ xKeadS {f Handles, inbufs, 8) 
icLenS " PEEKL (inbufs + 4) 
ttS - "" 
FOR kk = TO 3 

tt% = PEEK (inbufs ♦ kit) 
ttS = ctS + CHRS(i;t%) 
NEXT 
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L£T ACDA open your r~eal- 



-Id Biinckini! 



PrOtO-40)t rwE FIBST fully FEATWED MIU 0*TA ACTUISirim UD PROCESS -COiTltOL «>«« 

Umi ■*)[ throughpLR 

2 Priiqr«paMflr it*ln i^CJ option* 

2 12-bit ■uUiplv'^ OiC outputi 

32 TTL co«Mlib(e aiiiXii 10 &(tl 




AmigaGPIB (lEEE-'lse) 



Z c3nn fw Bit |i.nCtJWW 
Digital Dyrmmic*' »[P COi^IwlJble 



AraiqaView 2-0 




Purpaic Inlcf faCc Bu4 

of the Talhrr / Listcfvr 
/ Cortrallcr ftficlions q' 
thr lEEt^OB Klandard. 
Qrw hit9i cvi connH:! m 
conirgi ij^ to 14 other 

A«ig««. C touree *iif*f 
■nd dvart t^lifftiom 
included. UV^ 



Fintltr. « tt+KMrdlltd 

njECt (BlEilEO litutTlOa t 
■ nlcrfKC Ihil in*:l-jdn mW 
GADGET type* (with #u(9Mi1ic 
MJiMl eiCliBiDx), UlWOUS, 
ICNUS, REOUCST EtS, Coi^l cjc 
HiUipU ifinchM EVENTS, 
SCIteEHS, UTEI^S, ilTMF>S, ALL 
\tWlt TYPES, lOU LEVEL 

Lattice >coiv«tibL« iibrarits. 

Over IDO routine* i^ Nwcitdi. 
Ejtln 




liita 



icc^isKii 



.ith »;, 
ATfl x1D0 input 

reaLiinv L.ED signal level Fii-stografa, «rid 
Test cal ibrat Jcxi &uitch. Ihis parAllel -port 
dtvire fits all Aiaiga; and h«s it& cn*\ 
dt'tt)'-ch«in parallel part. Ccnes uith C 
ftOU^C^ driver and many lairplc appl (catilon 
prDfra'^S. ucrk; viitJi bigiSc-Bpe. 



Tile 



di r«(orv. 



Reduces 



tipnif icantly. llnigaWorld't 

C pTD^raanirtg library of 

cJNflice (£cpt/Oct l9ftT, p38J. 
S79.95 



DigiScope 



AmigaFFT 



A CC^fiplete paclca.g« of F 


Bsi Fourier 


Transform GcKJtin^s arid 


lindobding 


(uiKIioris. Includes C 




S1&2 





iHEllletcoo* e^jlatgf th«t uarht with 
■ II of our d«lB-acquiii ( lor pr'Odu:tE 
■nd ■!! p*riilcL-port digtiizvi 



1& 



lefii 



buffer!, fiik cxlcniivc DV ind gri^ici 

capftbilitiri and ■ coHpLvte tpectrjl 

vutyKis p«ckAg«. DigiScofw iE 

cuiptetely Aaigaiiied and uill kt*p lit* 

CQ«0«intfin «t ■ distwt for 5dae 

tie*. 

1139.75 tfiTroduciory Cricc 



Htt tlia CArry rfitsiAtiM and Sliii^o Color Primers 4 Driven 



AOII^ HAtHfUAlE km SOFTUARf CEW DISIC 125 



IAOIA Corporatian t 
2m i«Llc Hcade Ave I 
.Setaukel, Mr 11733 ' 

I (5iaj ae> Tn2 I 



Proto-40k. Proto 51;, Ant^iGPIB, AnigaViei*, OigiScope, and AmigaPfT are regislered 
ir044Aarl(4 of ACDA Corporafion. ACDA ii Ireqi^entlr i43daEin9 iT& products a^ 
fvi«fv«4 to rigfit TO fhaoqo specifications and prices at any iiiw Mi.Thout notice. 
fOCl^riSOt ISaO ACOA Corp. 



Circle 104 on Reader Service card. 

LtS ^ "BMHD" THEN 'BitMap header 

foundBHHD = 1 

rLenS = xReads (fHandleS, inbuf s, IcLenS) 

iwidth% = PEEKW(inbufS) 

iHeighi:% - PEEKWdnbufs + 21 
iDepchI = PEEKIinbufi + 8} 
iCompi:% = PEEKIinbufs + 10) 
serHidth% = PEEKWdnbufs + 16) 
scrHeight% = PEEKW(inbufS -i- IB) 

iRowByces% = iWidth% /S 
sorRoKByces% - scrwidtli% / 3 
nColorE% = 2"(iDepth%) 

REM - Enough free r&m to display ? 
AvailRams = FRE("1) 
NeededRamS = ( (scrWidth%/3) *scrHeight%» |iDept:h% + l) ) +5000 
IF AvailRams < NeededRamS THEN 

loadErrorS = "Not enough free ram." 
GOTO Lcleanup 
END IF 

hlress = SHSOOO 

laces = Sr:4 

kk = 1 

IF foundCamg THEN 

IF (carngModesfi AND hires*) THEN kk = kk+1 

IF (camgModesS AND laeeSJ THEN kk = kk+2 
ELSE 

IF sc!:Width% >= 640 THEN kk = kk + 1 

IF scrHelght% >- 400 THEN kk = kk + 2 
END IF 



SCREEN 2,EcrWidth%, scrHeight*, iDepch%, kk 
WINDOW 2,"LoadACBM",, 7,2 

REM - Get addresses of structures 
G0SU3 GecScrAddrs 

REM - Black out screen 

CALL LoadRGB4s (sViewPortS, ctabo, nColors%) 



iLSEIF ttS = "CMAP" THEK 'ColOrMap 
foundCi-a? = 1 
rLeni = xReads (fHandleS, cbuii, IcLenJ) 

REM - Build Color Table 

FOR kk = TO nColors% - 1 
red% = PEEKlcbufl+ (kk'3) ) 
gre% = peek (cbufi+ (kk'3) +1) 
blu* = PEEK(cbufi+(kk*3)+2) 
regTeiiip% - (red%*16) + (gre%) + (blu%/lS) 
P0KEK(ct:abs+{2*k:<i ) , regTemp% 

NEXT 



ELSEIF ttS = "CAMG" THEN 'Jijniga Viewport Modes 
foundCamg = 1 

rLent = xReadS (fHandles, inbufS, icLeni) 
camgKodesi = PEEKL (inbufs) 



ELSEIF ccS = "CCBT" THEN 'Graphicraft color cycle i.ifo 
foundCCRT = 1 
rLeni = xReads (f Handles, inbufs, icLe.ni) 



ccrtDlr% 

ccrtStart* 

ccrtEnd% 

ccrcSecs& 

ccrtMicsS 



ELSEIF ttS = 
foundABIT 



= ESEKW(inbufS) 
= PEEKdnbufs + 2) 
= PEEK{inbufi + 3) 
= PESKLdnbuft + 4) 
= PEEKLlinbufS + 6) 



"ABIT" THEN 
= 1 



'Contiguous BitMap 



REM - This only handles full size BitMaps, not brushes 
REM - Very fast - reads in entire BitPlanes 
plsizes = (scrWidth%/8) » scrHeight% 
FOR pp = TO iDepth% -1 

rLens = xReadi (fHandleS,bPlaneS Ipp) .plSizeS) 
NEXT 



ELSE 

REM - Reading unknown chunk 
FOR kk = 1 TO icLeni 

rLenS = xReadS ( fKandleS, inbufs , 1) 
NEXT 

REM - If odd length, read 1 more byte 
IF (icLeni OR 1) = icLenS THEN 

rLenfi = xReadS (fHandleS, inbufS, 1) 
END IF 



REM - Done if got all chunks 

IF foundBHHD AND foundCHAP AND foundABIT THEN 
GOTO GoodLoad 

END IF 
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REM - Good read, get next chu:ik 
IF rLenS > THEN GOTO ChunkLoop 

IF rLens < THEM 'Read error 
loadErrorS = "Read error" 
GOTO Lcleanup 
END IF 

REM - rLenS = means EOF 

IF (foundBMHD-0) OR (foundfi3IT"0) OR (foundCHAP=01 

loadErrorS « "Needed ILBM chunks not found" 

GOTO Lcleanup 
END IF 



GoodLoad; 
loadErrorS ="" 

KEK Load proper Colors 
IF foundCMAP THEN 

CALL LoadRGB4s (sViewPorrS, ctabs, nColors%) 
END IF 

Lcleanup: 

IF fHandles <> THEN CALL xCloseS (fKandleS) 

IF mybufi <> THEN CALL FreeHeras (mybuffi.mybufsizeS) 

RETURN 



GetSocAddrs: 

RSK - Get addresses of screen structures 
sWindoKS - WINDOW (7) 
sScreens = PEEKL(sWindows + 45) 
sVlewPortS = sScreens + 4 4 
sRastPorts = sScreenS ^ 84 
sColorMapS = PEEKLCsVlewFortS -r 41 
colorTabs = PEEKL (sColorMapS + 4) 
sBitMapS = PESKLIsRastPortS » 4) 



REM 

scrWidth% 

scrHeight% 

scrDepth% 

nColors% 



Gee screen parameters 



= PEEKW (sScreens + 12] 
= PEEKW (sScreeni + 14) 
= PEEKfsBitKapi ^ 5) 
- 2"scrDepth% 



REM - Get addresses of Bit Planes 
FOR kk = TO scrDepth% - 1 

taPl3ne«(Ick) = ?EEKL(sBitMap4 + e+ (!tk*4) ) 
NEXT 
RETURN 



blowingupi 
PALETTE 1,1,1,1 
PALETTE 3,1,0,0 

DIM p%{850,5) 

PRINT "Click on upper-left of Cell 1" 

WHILE MOUSE (0)00 

WEND 'Clear the mouse buffer 

WHILE !.;OUSE(0)-C) 

xl=MOUSE[l) :yl=M0USE(2) 
HEND 

PRINT "Click on lower-right of Cell 1" 



OOPS! Corrections! 

In "Fast PLxO", AC V4.ll. page 19, we ma<Je several errors in 

the :irucle and listing. Tlie corrections are: 

-Figure 1 und Fijjure 2 are reversed. 

-In Figure 2, under llie 'Color-5* should be '1010'. 

-Par;igraph 2, Column 3, page 21: "Xext. isolate the indi\'idual 

bit" should be "individual pixel". 

-Paragraph 1, Column 3, page 20: The 'AE's should be '->'s. 

-Figure 2: All tlie 'S's should be 'O's. 

-Paragraph 1, Column 2, page 21; The sentence "row y now has 

to be stored in register A2" should read, "row y now Is stored in 

register ^\2." Sentence 3 should read, "It is then extended to a 

long integer, as done above." 

-Paragraph 3, column I, page 22: The sentence, "In the second, 

the byie is bset to 0" should read, "the bit is bclred to 0." 

-The authors of tlie Amiga Hardware Reference Manual axa 

Peck 14., Deyl S., and Raymond C. 

In "New Products and Other Neat Stuff, AC \''-i.ll. pp. 63-64, 
an incorrect phone number for MichTron was printed. Tlie 
correct number is (313) 334-5700. The correct price of VIVA is 
S199.95- AI.SO, as no CD-KOM capability is ctirrently available 
for the Amiga, VI\'A is not CD-ROM supporti\-e. Finally, (lie 
animation capabilities mentioned wii! be available in a 
fortliconiing Professional version of VIVA. 

In "View From The Inside", AC V4.12, page 16, an incorrect 
phone number for Blue Ribbon Bakerj' was printed. The 
correct number is (404) 377-1514. 

We apologize for tliese errors and any difficulties or 
inconveniences that may have been caused as a result. 



WHILE HOUSE(0)<>0 

WEND 

WHILE MOUSE (0)=0 

>:2-M0USE(l) :y2=MOUEE(2) 
WEND 

cellwidth=K2-xl 

FOR x=.\l TO xl^(cellwidth-5) STEP cellwidth-1 
GET (x+l,yl)-(K+cellwidth-2,y2-l) ,p%(0,c) 
c=c+l 
NEXT 



FOR 1-1 TO 5 
FOR X=0 TO 5 

PUT (100, 1001, p%tO,x),PSET 
FOR d=l TO 500:NEXT 
NEXT 

FOR d=l TO 750:NEXT d 

FOR K = S TO STEP -1 

PUT (100,100),p%(0,x),PSET 
FOB d=l TO 500:NEXT 

NEXT 
NEXT 

WINDOW CLOSE 2 
SCREEN CLOSE 2 
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I^fvef^e. to Fmdtloe rfe^ip ^oa. /yeed 



by Barry Solomon 
Video Editor 

Sometimes in ±ie caish to find the 
"perfect" animation program or programs, 
you know, the one tJiat really suits our own 
personal animating character, we can 
forget about the "little" things. There are a 
number of items available today that can 
help you learn new tecliniques, polish your 
style, or just make doing what you do faster 
or easier. 

There are a number of tutorials 
available that can be very helpful for 
current or would-be animators. Available 
on videotape. Professional Techniques for 
Deluxe Paint III can be very useful, even for 
experienced DPaint users. Developed by 
Jeff Bniette's Prism Computer Grapltics 
this 60-minute videotape features Jeff (of 
Max Headroom and Amazing Stories fame) 
giving away many of his best secrets. 
Almost half of the tape is de\'oted to such 
animation topics as "Animpainting", using 
"Animated Brushes" and use of DPaint Ill's 
Move Requester. 
The \^ery down- 
to-earth tutorials 
are sprinkled 
throughout with 
thoughts from 
Dan Silva, 
author of the 
DPaint series. 
This tape really 
does have 
sometliing for 
everyone, 
from the 

inexperienced to the ver\' experienced 
animator. 

Also in the videotape department is a 
series of graphics tutorials from Cape Fear 
TeleproducLions. Micro Digital Graphics is 
the name of the series and Volume Two: 
Coior Cycling Animation provides about 45 
minutes of instruction on die art (and it is 
an art) of animating by means of color 



cycling. Once again, the valuable 
information contained in diis tape is simple 
and well explained enough for beginners 
but wHl remind experienced animators 
that, sometimes, the effects they wish to 
achie\^e are easier to do than they think. 
Actually, I was a little chagrined by dii.s 
tape. ! now realize that I have become a 
litde jaded by all the "fablulous" animation 
techniques available to me. I really had 
forgotten a lot of the really nice things you 
can do, very easily and quickly, with color 
cj'cling. 

Last (in the video tutorials), but not 
least, there are a number of people out 




Just some of the many 
"Anim-Aids" available. 



tliere who are still ver\' confused and/or 
intimidated by The Director. This 
incredibly powerful program is run wtli a 
basic-like programming language. For 
those of you who, like me. aren't 
programmers, there is an answer! The 
Director Tutorial is a VHS \'ideotapc 
available to ans'sver just about any question 
you may have. This 260-minute tape (that's 
right-four hours and cwcnt\- minutes) can 
answer just about any questions yoti ha\'e. 
There are also a number of animatio n 
tutorials available on disk. RGB Computer 
& Video Creations, the "DeluxeHeip" 
people, have a set entitled DeluxeHeip for 
DeluxePaint III. The second disk of this 
two-disk set is devoted entirely to 
animation and provides inl'ormaiion on a 
number of animation techniques. The folks 
at For Art's Sake also have a two-disk set 
that provides information on animation 
along with basic Amiga graphic 
tecliniques. 
In the book 
department, 
we have die 
2nd Edition of 
L" s i n g 
DeluxePaint, 
Written by 
Ste^■e Anzovin 
and published 
by Ccjmpute! 
Books, I found 
this othervk'isc 
excellent book 
just a bit of a 
pain because it 
discusses 
DPaint for all 
computers (did 
you know thai there 

aiS other computers besides the Amiga?) 
Howe\-er, the last section is strictly about 
DeluxePaint III (wliich, of cour.se, is 
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available only for die Amiga) and discusses 
its animation methods at length. There is 
even a book entitled Timing for Animation 
published by Focal Press. Written by two 
professional animators, the book deals 
mainly with timing tecliniqucs for fUm, but 
much of die advice, information, and hints 
can be applied to Amiga animation. If you 
are a programmer, diere are any number of 
books available which discuss graphics 
and animation programming in various 
languages. 

Asfor actual animation helpers, diere 
are also a number of items available. 
Charles Voner of CV Designs produces the 
Video Visions series of disks. These multi- 
disk sets are designed primarily as aids for 
video producdon, but they are also helpful 
to anyone doing animation. Tlie various 
sets and "Mini-Volumes" contain 
backgrounds, animated characters, 
animated intros, borders, logos and 



colorfonts which can be very useful. In 
particular Video Visions sets 2, 3, and 6 are 
partictilarly targeted towards animators 
and are available packaged togedier as the 
Animator Set. 

On die humorous side, we have a 
two-disk set of "animated fonts" from 
Anivisions. While these technically are not 
fonts as we usually think of diem, these are 
very interesting. Actually these are "Anim 
Baishes" foi- use in DPaint III. There are 
several animated fonts on these disks 
which are actually setsof animated baishes 
which must be stamped out, or 
"AnimPainted" in DPaint III. My favorite is 
the Pourfont, which produces letters, 
words, or entire title pages with each letter 
being "poured" out of a little rainbow- 
colored (much like the original DPaint 
"paint can"). Also included are a 3D C-like) 
font. Comic Font, and Dissolve Font. I 
found all of these very interesting. 



Also out from The Picturebox is Build 
'Em. This is a figure construction set 
containing over 500 anti-aliased body parts 
designed to be cut, rotated, and pasted 
together to produce the people of your 
choice. These parts are contained on 25 
screens and were drawn by a professional 
figure artist. 

These are only a few of die many, 
many ways to get more out of your 
adventtires in aninialion. IfYvG mis.sed one 
of your favorites don't be angr>'. There are 
way too many "ANIM-AIDS" to cover all at 
once. If you have a hint on a program, 
book, tutorial, or odier piece which you 
have found lo be helpful in you animating 
please write to me and let me know. 
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Products Mentioned 



Professional Techniques for 
DeluxePaInt III 

Prism Graphics 

Distributed by Electronic Arts 

1829 Gateway Drive 

San Mateo, CA 94404 

(800) 245-4525 in CA (4)5)571-7)7} 

Price: $24.95 

inquiry #213 

Micro Digital Graphics Volume Two: 
Color Cycling Animation 

Cape Fear Teleproducfions, Inc. 

605 Dicl< St., Wiinnington, NO 2840 1 

(9)9)762-8028 

Price: $3995 

Inquiry #214 

The Director Tutorial 

The Right Answers Group 

P.O. Box 3699 

Torrance, C A 905)0 

(2)3)325-)311 

Price: $39.95 

Inquiry #215 



DeluxeHelp for DeluxePaint III 

RGB Video Creations 

2574 PGA Blvd., Suite 104 

Palm Beach Gardens, FL 334 10 

(305)622-0138 

Price: $49.95 

Inquiry #216 

Using DeluxePaint 2nd Edition 

COMPUTE! Books 

324 West WendoverAve., 

Suite 200 

Greensboro, NC 27408 

(919)275-9808 

Price: $19.95 

Inquiry #21 7 

Timing For Animation 

Focal Press, Inc. 

80 Montvale Ave. 

Stonehom,MA02180 

(800)544-10)3 

Price: $37.95 

Inquiry #218 



Video Visions: Various Disks 

CVDesigns 

61 ClewlyRd. 
Medford,MA02)55 

(6)7)396-8354 
Prices Vary With Sets 

Inquiry #219 

Animated Fonts 

Anivision 

P.O. Box 801 

Prosser, WA 99350 

(509)973-27)7 

Price: $39.95 

Inquiry #220 

Build 'Em 

The Picture Box 

8824 David Ave. 

St. John, MO 63 1 14 

(3)4) 427-) 869 

Price: $23.50 

Inquiry #221 
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DEMO 



Programming an Arcade Game Can Be Easy 



by HjotnasJ. Eshelman 

If you type in and study tlie code dial accompanies this article, 
you will immediately see how it provides tlie foundation for neat, 
professional looking games limited in scope only by your own 
imagination. The secret lies in using the Amiga's dual playfields. 
One contains and scrolls objects drawn with your favorite paint 
program, while the other can either be similady scrolled or remain 
stationary. Scrolling a Ict' objects gi\'es tlie appearance of many 
individually "animated" objects (or bobs), making tlie program 
appear far more complex than it is. 

"DualDemo" appears as follows: You look at a yellow 
background through a window oudined in red. White text — 
including "score," which clianges as the program progresses — 
appears on tlie top and bottom borders of the red windo'sv'. 
"Animated" colored squares appear against tlie yellow background, 
rising majestically from bottom to top. Witli tlie joystick, you 
control an electric-green sprite "spaceship." Whenever die space- 
ship hits a red square, the score increments by a value of five, 
whereupon the program exits. A black band remains on eitlier side 
of the scrolling playfieldCpO to prevent tlie optical illusion of 
looking diTough a window — tlie illusion you usually desire when 
writing games. 

Once you see how this is done, you 
need only vary the sizes, colors and shapes 
of the objects, adding any audio/visual col- 
lision routines you desire. By adding ap- 
propriate scorekeeping routines, you can 
design your own game-of-die-week. 

The code is relatively simple. The 
only difficulties He in interpreting the in- 
structions given in the ROM Kernel IVIanual, 
and in a shortage of published source codes 
after which you can model your own. Due 
to the space limitadons of diis article, I will 
discuss only diose tecliniques not other- 
wise available to the average reader. 

I wouid first like to give you some 
good advice based on my own experience: 
learn assembly! The only connection I have 
with computers is my Amiga hobby. I 
fooled with BASIC and C for nearly tw-o 
years, and by memorizing many procedure 
calls, I was able to create decent programs. 
But, whenever something went wrong... 
aargh! 

Only via assembly can you fully comprehend what's happen- 
ing when high-level 1 anguages execute, and only then can you take 
corrective measures based on your own logic. Header files will 
become comprehensible! The beauty' of it all is diat assembly is by 
far the easiest of the languages for a rank beginner to learn. There 
are many good and inexpensive assemblers. The ugly part is a lack 
of good tutorial texts. 



If you have a college or uni\'ersity in youi' area, 1 would 
suggest at least auditing an assembler course . I took a formal course 
in ViSX assembler last spring, and found it invaluable. V/VK and 
Amiga assembler are extremely similar. I alternate time between 
assembly and C, just to retain a familiarity with both. I unequi%'o- 
cally recommend assembly as your first programming language. 

DUAL VS. SINGLE PLAYFIELDS 

Dual playfields I'equire the employment of two bitmaps, two 
rasinfos, and two rastports. It is also advisable to create and .swap 
"Copper list" pointers, not only to create truly exotic dual playfields, 
but also to ser\'e as an introduction to double-buffering. 

IN GENERAL 

Displays and objects are drawn into Bitmaps, which aie 
composed of planes. The corresponding bits of the ]>lanes being 
set — or not set — indirecdy detemiine die color for that bit (pixel) 
location within die overall Bitmap. This is because these bits re\'eal, 
in binar)', tlie color register number which will be displayed there. 
The user-defined color table reveals tlie actual colors them.seh'es, 




beginning widi register and running as liigh as register 31. The 
Bitmap may be much larger than die display seen by the user. 

The skeleton of any display is called tiie View. It can be 
fieshed with more than one ViewPort, but u.sually it is not. In 
graphics, die ViewPort is tlie CustomScreen in Intuition. The Layers 
of graphics are the Windows of Intuition. For our purposes, the 
display is die ViewPori, since we only have one. 
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A RastPort is a sktlccon whose bones consist of all 
the drawing parameters, so all drawing routines look to 
the RastPort to interpret the arguments you give tliem. 
Each ViewPort or Layer must have its own RastPort if 
you expect to do any drawing. Tlie flesh of the RastPort 
is the Bitmap into which graphics are rendered. 

The purpose of diis article is to make clear certain 
unorthodox, but immutable, rules that govern all the 
above pirocedures related to dual playfields and colli- 
sion detection. They are really quite simple, although 
difficult to explain. Lets summarize some of Uiem. 

SPECIAL RULES FOR DUAL PLAYFIELDS 

RULE 1: The first Bitmap initialized becomes play- 
field 1 (pfl). pfl automatically gets priority over 
(appears in front oD pf2, unless the PFBA bit is set in 
ViewPort. Modes. 

RULE 2: pfl cannot have fewer planes in its 
Bitmap tlian pf2 has in its Bitmap. If you ailocate five 
out of die permitted sLx bitplanes for our program, three 
will go to pfl and uvo will go to pfl. Therefore, you 
would have eight colors available in pfl and four in pf2. 
To see more colors in the background than in tiie fore- 
ground, change their relative priority widi tlie PFBA bit 
as illustrated in Table One. 

RULE 3: The planes of pfl are system-assigned to 
odd numbers (1, 3 and 5). The evens (2 and 4) go to 
pf2, In the language of Commodore, the bitplanes are 
numbered from 1 to 6 inclusive. The bits, liowever, are 
numbered from to 15. Watch out, the first color of 
each pf is not a color at all; it is "transparent." These facts 
are inherent in the Amiga, so don't try to fudge it. 

RULE4: The color registers used for display in the 
dual-pf mode are fixed (see Table Two). In this 
example, registers through 7 are used for pfl, while 
8 tiirough 11 are used for pf2. Confusion may result 
when .setting pens and tlie like in pf2 (i.e., the eighth 
register holds color for pf2). 

Kindly look at the dimensions of the playfields in 
the code, pfl is a multiple of 320 + l. My 960 + 1 is 
something of a waste, but I put it there to encourage ex- 
perimentation. When die program stans, 320 lines 
appear in the backfield. As these scroll upward, 320 
more lines must be available to replace them. When 
diese are all fully displayed, you immediately redraw 
from die beginning by resetting your RasInfo.RyOffset 
to 0. Therefore, pfl (which has more colors) really 
works just as well at 640 + 1 . pf2 is set at die typical 320 
X 200, since it remains centered in the ViewPort. You 
won't crash the machine if yoti fail to add that one extra 
line to the Bitmap, but you won't like tlie display ap- 
pearance as much. 

While we are on tlie subject of colors, let us 
prepare for the collision-detection scheme. Obsers'e 
diat the red square in pfl appears in color register 4 
(OxdOOO). Remember what 1 said earlier: 4 in binary 
(0100) would seem to mean diat wherever you have a 
bit set in plane 3, and in no other, a red pixel will appear 
on your display. Well, you're right — only it's not die 
third plane, but the fifth. Gotcha! Remember, pfl can 
only have the odd planes, 1, 3 and 5. Hence, the diird 
is really the fifth. 





^^ 


Tabic One 1 


No. of Bit Planes Allocated 


pfl value pf2 vaiue 














1 




1 




2 




1 1 




3 




2 1 




4 




2 2 




5 




3 2 




6 




3 3 






Table Two 1 


Depth, pf 1 


System Registers 


Depth, pf 2 .System Registers 


1 




0-1 


1 S-9 


2 




0-3 


1 8-9 


2 




0-3 


2 8-11 


3 




0-7 


2 8-11 


3 




0-7 


3 8-15 


Table Three A: 


The 


clxdat register (read only) | 


Bit No. 






What ii reports 









Even bitplanes to dd bitplanes. 


1 






Odd bitplanes to sprite 0. 


2 






Odd bitplanes to sprite 2. 


3 






Odd bitplanes to sprite 4. 


4 






Odd bitplanes to sprite 6. 


5 






Even bitplanes to sprite 0. 


6 






Even bitplanes to sprite 2. 


7 






Even bitplanes to sprite 4. 


8 






Even bitplanes to sprite 6. 


9 






Sprite to sprite 2. 


10 






Sprite to sprite 4. 


11 






Sprite to sprite 6. 


12 






Sprite 2 to sprite 4. 


13 






Sprite 2 to sprite 6. 


14 






Sprite 4 to sprite 6. 


15 






Unused. 


Table TlireeB: 


The clxcon register (write oiily) | 


Bit No. 






What it does | 







Enable bitpkmel collisions. 


1 




Enable bitplane 2 collisions. 


2 




Enable bitplane 3 collisions. 


3 




Bitplane 


4 collisions. 1 


4 




Enable bitplane 5 collisions. 1 


5 




Enable bitplane 6 collisions. | 


6 




Validate 


or bias bitplane 1. 


7 




Validate 


or bias bitplane 2. 


8 




Validate 


or bias bitplane 3. 


9 




Validatc 


or bias bitplane 4. 


10 




Validatc 


or bias bitplane 5. 


11 




Validate 


or bias bitplane 6. 


12 




Enable 


sprite 1 (detects if sprite collides). 


13 




Enable 


sprite 3 (delects if sprite 2 collides). 


14 




Enable 


sprite 5 (detects if sprite 4 collides). 


15 


^ 


Enable 


iprite 7 (detects if sprite 6 collides). 
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Come see whats Hot 

for the AMIGA at 

The Memory Loc ation 



The 

Memory 
Location 



396 Wiishlngtuii Sttttt 
Wt.-llesley. MA 021H1 

(617)237-6846 

AMIGA Experts! Nothing but the best. 

Satisfaction guaranteed. 

Come in and try-out all the latest software, 

hardware, and accessories. 

Your full service AMIGA dealer. 

Store hours; Mon.-Tfiur. 10-6 Friday 10-8 Satimlay 9-5. 

Full Commodore autKorized repair service onsite. 

Low flat rate plus parts. 




Circle 107 on Reader Service card. 

You must understand this in order to perform the seerningly 
simple task of setting and interpreting the two registers. They will 
cause collision detections between a given sprite and a playfield 
object of a given color, or between two playfield objects of different 
colors. To talk in colors, you must talk in planes while looking at 
your color table. 

COLLISION DETECTIONS 

Take a look at Tables 3a and 3b. They contain the results of 
setting each of the possible l6 bits in the write-only register known 
as "clxcon," and of reading each of the possible bits in the one-shot, 
read-only register known as ''clxdat." Each of these are offsets 
Cmcmbers) of the base of the structure known as "Custom." 

To read the cbcdat register, you perform a logical -'\ND on it 
with a mask of your own making. If the result of the AND is TRUE, 
you get a collision. Each move requires a separate read, because 
the act of reading resets die bits of clxdat. You have only one 
chance, unless you copy the resulLs first. 

What do you need to see in clxdat in order to register a 
collision of the sprite with a red block? Obsen'e that die sprite se- 
lected in our code is No. 2. As you can see from the color table, 
die red rectangle in pfl (OxdOOO) appears in register No. 4 (counting 
the first as No. 0). Binary 4 is 0100. Even though the bit is in position 
2, it lies in plane 3, because the Amiga counts bitplanes from die 
right, beginning with a value of 1 . 

In the language of dual playfields, you will recall from what 
has been discussed abo-\-e that the third bitplane of pfl is really 
bitplane No. 5 of die Amiga (grin). Therefore, you want to collide 
sprite No. 2 with an odd-valued bitplane (No. 5). As you see from 



the tables, bit 3 of the clxdat register will be set by the system in the 
event that sprite No. 2 collides with anything in an odd-\'alued 
bitplane. Accordingly, our mask must also set the third bit, 0100 
binary (or 0x004), so that the result of a logical .'VND is TRUE. 

The clxcon register is the one to which you VdUTE. It is used 
to narrow the field. You don't want a reaction to all odd planes diat 
are contacted by sprite No. 2; you want a reaction only to plane 5. 
To do this, you need to \'alidate or "bias" any and all bits that could 
be involved in die .scheme, whether you want tlieni set or not. it's 
like tenpins: You must set 'em up in order to knock 'em down. That 
means you must bias all odd planes. You want planes 1 and 3 to 
be "hot" so diey recognize diat you are notify'ing them not to set, 
just as you want 5 to be "hot" so you can tell it you do want it set. 

Set the "bias" bits, which — as you can see from the table — ^^'ill 
be numbers 6, 8 and 10. Now they will all look to their correspond- 
ing signal or command bits, which are 0, 2 anci 4. Thus, you will 
set bits and 2 to 0, which will specifically disalsle collision 
detection in planes 1 and 3. You will set bit 4 to 1, enabling 
detection in plane 5. 

In binary, the appearance of clxcon will thus be: 0000 0101 
0101 0000. In otlier words, die fourtfi, sixth, eighth and tenth bits 
(or hex 0x0550) are being set. This is the reason the code contains 
die expression: 

cstm -> cL:tcon ^ 0x0550; 

RELEASING THE GAME PORT 

Now that I have your undivided attention, I will re%-ea! a little 
known (or at least litde published) secret about iiow you can divest 
tiie joystick of control over the computer after a program ends and 
the CLI prompt is reairned. You often come across programs tliat 
seem to respond miraculously to stick or fire-button activity after 
having terminated. Q've written a few like that myself.) The secret 
lies in resetting the controller type to GPCT_NOCONTROLLER 
prior to exiting the code. To facilitate your doing this, DualDemo.c 
features a short routine, set_controller_typeO. Put it into your 
library of C routines. 

DOUBLE-BUFFERING THE COPPER USTS 

Finally, let's take a moment to examine and siudy "Copper 
H.sts." The Copper may be looked upon as die Amiga's special- 
hardware-chips-register-Ioader. When you call the routine, 
MrgCopO, die system scans through all the data stmctures you have 
set up and creates "lists" of assembly-like instnictions for die 
Copper to execute. This code gives the Copper the user-input 
values to load in all the \-arious hardware registers (the ones re- 
ferred to in the struct Custom), and tells it when to do it. Read on 
carefully... 

To do this, the system dynamically allocates memory for a 
"long-frame" Copper list (LOFCprList) and for a "short-frame" 
Copper list (SHFCprList). The latter is used only if you ask for an 
interlaced display. For the purpose of linking tliese lists into the 
overall "skeleton," the system sets pointers to these lists, in the 
memory set aside for them in struct View. Examine include/graph- 
ics/view.h. 

The lists refer to the underlying Bitmap. With dual pPsor with 
double-buffering, you have provided two Bitmaps. Now what? 
You fool the system into creating and storing two sets of CprLists. 
Remember that these lists are telling the Copper diings like which 
colors will be jammed into place for the display to which it refers. 
Therefore, you must acquire the habit of providing one such CprList 
for each Bitmap. 
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Let me spell it out a little more clearly: 

1. The first of the "CprLists," prepared by ilie system in all events, 
will refer to the first of the two Bitmaps in dual pfs or double-buffs. 

2. Therefore, after you call MrgCopO for the first lime: 

a. Copy View.SHFCprLJst and View.LOFCprList to a pair of 
extra pointer variables you named and allocated ahead of 
mainO 

b. Assign the pointer to your second Bitmap to the Bitmap 
member of your only Kaslnfo (in the case of double-buffs) or to tliat 
of your alternate Raslnfo (in die case of dual-pPs). 

c. Set the values of both "CprList" members of struct View 
to zero, 

d. Call MrgCopO again . The system now thinks tliat it forgot 
to prepare an area for copper lists, and will generate a 

second pair of lists plus a second pair of pointers thereto. 

e. Savethesecondsetof pointers as you did die first. Voila! 
You have two sets of instructions somewhere in memory and 
two sets of pointers to them, one for each of your two Bitmaps. 

3. Thereafter, you swap pointers as you swap Bitmaps. Assign the 
proper pointer values to dieir proper positions in struct View prior 
to displaying tliat Bitmap, but after having copied the pair of 
pointers diat were already in diere for temporary' safekeeping. 
Thus, each of tlie Bitmaps will have its proper attributes displayed 
along with it. 

4. When you free memory at the end of your program, call 
FreeCprListO twice, since you called MrgCopO twice. 

That's pretty much the story. Assiuning you study and 
understand the readily availal^le material on how to produce and 
draw into simple displays on the Amiga, DiialDemo should make 
clear diose parts of the IlKiM which, aldiough somewhat turgid, are 
necessary to producing quality arcade games. It really is not aU that 
diffictilt. Analyze the source code carefully, and by all means 
experiment with all die constant values, one or two at a time. You'll 
be writing — and hopefu lly uploading — some nice material for all of 
us to enjoy in no time at all. 

Note: The system is never able to determine which member 
of a sprite pair was invol\-ed in a collision. You may enable the odd 
sprites, but apliprog must be capable of determining which of die 
pail' was involved when a collision is reported. I examine sprite co- 
ordinates to make this determination.-N.B. 



Listing One 



/*0uaiDemo-by Thomas J, EsheLr^an - Reading, Pa.- 9/13/BS 
This program deinonstrates dual playfield and collision decect:ion code 
for rhe Amiga. A yellow field appears behind a red foreground 
containing text. This backfield contains an array of variously colored 
squares «hicll scroll upward. A 'spaceship' sprite is given the user 
whicl^ can be controlled horizontally with the joystick. Whenever the 
sprite collides with a red square, the score is incre:r.ented on the 
front playfield. when the score becomes '5', the program quits,-/ 



#include <exec/types .h> 
# include < i nt uit ion/ intuit lor.. h> 
linclude <graphics/gfxbase.h> 
♦include <graphics/sprite,h> 
lihclude <devices/gameport ,h> 
finclude <hardware/cuEtorti.h> 
♦Include <funetions,h> 



♦define depthi 



3L 



/*pfl = taller than display'/ 



The basics. Space and time. From an ice-age antler minutely 

etched with lunar phases to the inconceivably detailed 

Information patterns transmitted by the Hubble Space 

TelestotJe, man has sought answers to basic questions about 

Ihe universe in astronomy. 




The best. Turn ott the lights. Distant Suns, home grown on 

the Amiga"''", presents the subtle colors of the night sky. No 

other astronomy program on ANY [jlatform can do that. 

Get it. A real time machine. A toy universe for your 

Amign''^' - Distant Suns. Virtual Realily Laboratories, Inc, 

(8()Si 54 5-8515. 



circle 121 on Reader Service card. 



♦define WIDTHl 23QL 
♦define HEIGHTl 961L 



/•a/k/a Bitmap 1"/ 



/- Note: Since the squares pattern bur.-.s 320 lines, Seanless scrolling 
requires 640 lines. As one pattern goes o.c.s, up, the ne;^t pattern 
cor?.es into view. When 320 lines have scrolled, reset HyOffset to O.The 
960 * 640 setup is not required, but is utilised for illustration 
only. -*/ 



♦define DEPTKa 2L 
♦ define MIDTH2 3201. 
♦define HEIGHT2 30CL 

#define VPWIDTH 320L 
♦define VEHEIGHT 2O0L 



/• pf2 a/lt/a BitKap 2. «/ 
/• Same size as display. 



/* viewport dimensions. 

/* Same as Ijverall display. 



[define yAXSCROLL^y. OL 

♦define MAXSCROLL^Y 640L/- BEIGHTi-HEIGKT2 " the naKiraum ■/ 

/■ *legai' scroll distance, 
Idefine SAUCER_WIDTH 16 

jdeflne EAUCSR HEIGHT 13 



struct View v; 
struct Viewport vp; 
struct ColorMap *cm; 

struct BitKap bl, b2; 
struct RastPorc rpl, rp2; 
struct Raslnfo ril, ri2; 

LONG i, X, y, loop; 
UWORD colmask; 



/- GetColorMapl) sets this up. */ 



char score!; 



'0', '1', '2', '3', 



'■S'l 



); 



struct Custom 'cstrn ^ (struct Custom-) OxdffOOO; 

/• Hardware rgstr base "/ 
struct Gf>;Ease 'GfxBase; 
struct View "oldview; /' Save old view tor restoration "/ 

struct InputEvent joyreport; 
struct lOStdReq 'gair.elo; 
struct Msg^ort -gameport; 



struct GamePortTrigger gpt = /*Reportable input conditions, */ 
( 
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GPTF_UPKEYS 1 GPTF_DOKNKEYS, 

0, 

Ir 1 



UHORD CPlDrtablQ[] 



/* First color - display background •/ 
0x000, Oxflf}, 0x070,0x007, /• ccanspacent, yellow, 9reenj 

blue ■/ 
OitdOO, Oxfff, 0k?04, 0x077,/* red, wnic«, violet, aqua ■/ 

/' Below are for pf2."/ 
0x000, D^fOO, Oaftfr axaOE /* transparent, red, white, 

blue V 



"colorpalette; 



Pairs of Copper List pointers, ^/ 
See article. "/ 



struct cprlisc *L0F[21; 
struct cprlist *SHFl2ij 
long w; 



USHORT Saucer_data t ) " i /* Sprite shape definition data, */ 

OxOOQO, OkOOOO, OxOOOQ, OkOOOO, 0x0000, 0x0000, 0x0000, OxOOQQ, 
0x0000, QxDQ0Q,0xQ3c0fOK000Q,OxO7eO, 0x0000, Oxlff 3, OxOQOC, 
Oxf f f f , OkOQOQ, Oxea57, OxlSafl, Qxf f ff , 0x0000, Oxlf f 8, 0x0000, 
OxQ7eO, 0x0000, (lxQ3cO, 0x0000, 0x0000, OxOOOD 



struct Si.T-pleSprite Saucer 



6Saucer_dataI0] 
160, 100, 



SAUCER HEIGHT 



void main 

openscufr {}; 
raaJce_playfields () ; 
init_jc/3tick O ; 
paint_scene(> ; 
ga_to_it {} ; 
Close AllO; 



init_joy5tick (J 



(void) set_cantroiier_type { [char) G?CT'_ASS JOYS TICK ) ; 

ga?ieio -> io_Co3-jsand = GPD_SETTRIGGER; 
garneio ~> io_Length = {longj sizeof (gpC) ; 
gameio -> io_Daca - <APTR) tgpt; 

if <DoIO igameion 

die ("Error in setting trigger values. Nn") ; 

gameiD -> iD_CqirHnand = GFD_RIlW3eVENT; 

qameio -> ic3_LQngth •* (long) aizoof ( Joyreport) ,* 

gameio -> io_Data • (APTRJi joyreport; 

gameio -> i6_Flag5 •* 0; 



go_to_it () 
1 

shoct hit_c>;; 

short j; 



cstni->color[17] - OxfOO; 

c3tni->color[lB] " QxfOO; 

cstra->colar[19i ^ Oxf 00; 

cstr:i->CQlarL2ll = 0x0*3; 



Hide Intuition pointer.'/ 



/* Render the saucer green. 



cstm->clKcon - 0x0550; /* See article for details.-/ 
colmaslt = 0x0004; /■ Enable odd planes to spr 2. •/ 



LOFtl] = NL'I-L; 
Sh:r:ij - \"JLL; 

SendIO (gt^rcic) ; 

hit olt ' 0; 

while (11 



Saucer. X +- jcyr^ipcrt. ic_X; 



if i Sauce r.x < <i-: i 
Saucer. X " ^4; 



/• aec4u:;a t^.^i^ c=gir, ,i-lled, 
/• first Ui- =r.^;=„ ^ -_ -ist 



/" sprite petition is 

rclfctive cr Viewport *f 



if I Saucar.x > 25& ) 
Sauctir.x « 259; 

MoveSprite < ivp, £ Saucer, (long) Saucer, x. 



tf ( C5ls^>*^>: £ CiCx-> clxd<it ) /'Check for i cslligicn.*/ 

I /* The hJt_oi: al5crith.T* to allow •/ 

If { .■iic_ois 1 /• or.ly cn~ -c:r^' p_r rcc hiE. •/ 

{ /■ (Else would kc^p '£c;rir.g' til ■/ 

hit_olc •0; /' sprite brea'rts i.-^tc the clear. */ 
show^sccre ; j> ; 

} 
else 



hit 0/1 * m; 



\ 

else 
I 

hit_oX - 1; 
1 

if ( j -- 6 ) 
t 

GetKig (cja.-4:tcr':); 



/■ Cl:.ir it-ur reply port.*/ 
Then dli-r.gigc; ^cy^tick ■/ 



(vsiC) i.et_cc.-.trwller_tipu ( (c.-.^r; G?CT_NCCCN-i'ROLLER ) ; 

it */ 



D«jiay (bC'L) 
brc-:<; 



^" liy-- -y =-— ^- i£ 

rct-r.-._ ;: ClI tea i\ii.t 



) 



s-'ipPcmtcri. [) ; 
ril.RyOzJii^it^-^; 
rexakeViuwO ; 
w "-» IL; 



>0p' 



/•SOK CiUica psi.-.Cers ;c ■/ 



if ( ril.HyOffset >- KAXSCROLL_Y ) 
rii,Ryc*tseL • 0; /'SC.-::;ELL 






gactiio -> io_,Ca3-v.ftnd « GPD^READSVE:;?; 
gisneio -> io_D4t« • (APTRI sjoyrspcrt; 



Ge CMsg ( g-r upc rr J ; 
SepSIO (gA.tci3); 



Ta]ce =it:::i-r_ 



/» enc 50 CO It */ 



swapPointers o 



/■Douhle-bufiej t>.e cspcur litis,"/ 



LOf(wl - v.LOiCprLlst;/' Alt«rnat=li' 
SHFIwl - v.SriifCprLis;; 

y ' And rspliz. xizh SOaci '.-ursicr. . "/ 
V.LOFCp::Lis; - LOF itWUi; 

;• Twc pdirb - -:,i -ci-i View.'/ 
v.SHfCprLl:;: - Shr" ii*'*-)i* 



rer.akeview ( J 
[ 

KaJoeVPsrr (iv^ i"/pl ; 

MrgCop(sv); 

LoidViBwUvl ,■ 

WaiCTOFO; 



/• Oae tSat aic=r-iTie cpr 

/■ Show r.ew display- '/ 
/• Slow it down. "/ 
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die (str) 
char "str; 
( 

pyts (scr) ; 

Close_All O; 

HKit aOO) ; 



openatuff {) 



/* A little Schwabisia. */ 



I 



if (!{gameport ■ CreatePort (OL, OL) J ) 

die pCar.'t make gaxneport . \n") ; 
if (Jigameio = CreaceStdIO {gaineporc) ) ) 

die ("Can't R^ake g-a;ne lOReq block. Vfi") ; 
if (lOpenDevice (""garaeport. device", Ih, gameio, OLJ) !- HULL > 

die [*Can't open che game device. Nn") ; 

GfKEase = (struct GfxBase "JOpenLibrary ("graphics. library", OLJ ; 

if (GfxBase — HULL) 

die C^Can'c open graphics. library. Xn"! ; 

/* Save the View of whatever you ran this program froci. •/ 

oldview = GfxBase->ActiView,* 

return,- 



painc_sceneO 
I 

short spr; 

SetAPen (Srp2/ ILJ ; /*Cover pf2 with a red rectangle.*/ 

RectFill (Srp2, OL, OL, 320L, 2D0L) ; 

SecAPen(firp2,0L); /• OPEN 340 HOLE to see b^ckfield.'/ 
RectFill (firp2, 4 0L, lOL, 2eOL, 160L) ; 

/■ 40 wide margins all around."/ 



Wc take a ^ out of the price 




ONE BYTE 

P.O. QOX455 

Quaker hlii, a 06375 

(SCO) 4A1-BYTE. in CT (203) AAS-iiAZa 



fluttiorizetj dealer for 

Commodorc-flmiga Computers, 

Great Valley Products (GVP), 

Memory & Storage Technology (M.fl.S.T.). 

fluthoTized Commodore-flmiga Service ond Repair. 

Authorized flmigo Qraphics Dealer. 



AMIGA IS A REGISTERED TTIADE.MAHK OF COMMODORE.-OiaGA. INC 



Circle 135 on Rcodor Service card. 



SecAPenlirpl, II,); /"Draw yellow recc all over pfl.'/ 




spr " Ge:;Sprite I SSaucer, 2L );/' Den\and sprite no. 2."/ 


RectFill ISrpl.OL.OL, 230L, 960L); /• OffsErs from Dx/Dy, 


>/ 


if ( spr !- 2 1 


y = OL; /* Draw colored squares all over.'/ 




CloseJilH); 


EetAPen 1 srpl, GL) ; 




ChangeSprite ( ivp, ASaucer, iSaucer_dacaIOi ); 


for 1 loop - 0; loop <- 2; loop+t 1 /■ 3 draws ■/ 
( 




Delay l^SL); /■ Pause for the draw. ■/ 


for t i = 0, X = 25; i <- 4; i++, x +- 40, y +- 40 ) 




return; 


/• 5 right ■/ 
t 




I 


\ 

EeetFill ( irpl, x, y, x * 20L, y + SOL 1 ; 




naXejplayfields !) 


SecAPen Urpl, i • 2L 1; 
1 




1 

Ininviewltv) ; 

V. Viewport = ivp; 


for 1 i = 0, X = 145; i <- 2; it*-, h -- <0, y t- 40 ) 






/• 3 leJC •/ 
( 




InitVPorc uvp) ; 

/"First register of pf2 is No. 9. ~t is -v.p^re.tt. 


RectFill 1 Irpl, Js, y, x <• 20L, y + 20L I ; 




It is useful to experiment with this.'/ 


SecAEen 1 Srpl, 1 * 31. ) ; /'Each 8 takes 320 linos 
1 
1 


/ 


cm = (struct ColorMap'l GetColorKap (121.); 
colorpalette - lUWORD ■! cm->ColorTatle; 

ford - 0; I < 12; ii-r) 


SetOrKd 1 srp2, JM12 ); /'Text is measured from 


-op.*/ 


•colorpalecte+t *= colortable [i] ; 


SetAPen I Srp2, 2L ); /• Chars are 8 pixels wide.*/ 




/*Copy colors co data structure,*/ 


SetBPen 1 4rp2, IL 1; 




vp.ColorKap = cm; /" LinJc same. */ 


Move 1 irp2, 80L, 14L ); 




vp.DHidth - VfWIDTK; /■ What user actually sees ■/ 


Taxt ( Srp2, "Dual Playfields Demo", 201* J; 




vp.DHeight - VPHEIGHT;/* i.e: the Display. •/ 
up.RaBlcfo - iril; 


Move 1 Srp2, lOOL, SOL 1; 






Taxt 1 lrp2, "by Ton Eshelnan", 15L ); 




vp. Modes - DUALPF 1 ?FaA;/»Swap priorities so you can ■/ 

/' have more colors in backfield */ 


Move 1 drp2, 106L, leSL ); 






Text 1 4rp2, 'Hits On Red:", 12L ); 




Load!lG34 t svp, icolortable [0] , 12L ]; 

/■ Load color registers. */ 


Move 1 lrp2, 2 DSL, 153L I ; 






Text 1 Srp2, iscore[OJ, IL 1; 




InitBitKap(Sbl,DEPTKl,KIDT.'11,HEIGHTll; 
InitaitMaplSb2,DEPTH2,MIDTH2,HEIGHT21; 
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MOVING? 




SUBSCRIPTION PROBLEMS? 



Please don't forget to let us know, 
If you are having a problem with your 
subscription or If you are planning to 
move, please write to: 



Amazing Computing Subscription Questions 
PilVI Publications, Inc. 

P.O. Box 869 
Fall River, MA 02722 



Please remember, we connot mall your magazine 
to you If we do not know where you are. 



Please allow four to six weeks for processing. 



-^r(i = 0; i < DEPTHl 



i+»l 



bl.PIanestU ' IPLAHEPTRI AllocRasCer IWlDtHl, HEIGHTll; 
If tbl. Planes [il — MOLL] 

die ("Can'r. open pfl bttplanes^Nn"! ; 
alrClear (bi. Planes [i] , RASSIZE ( MIDTHl, HEIGHIl J, 0L> ; 



! 



ford = 0; i < OEPT512; itt) 

b2,PianesliJ - (PLANEPTBI AllocRascer < WIDTK2, HEIGHT2I; 

if (b2. Planes I i] == NULL! 

die CCan't open pf2 bicplanes.Nn"! j 

BitClear tb2. Planes til , RASSI2E I MIDTH2, HEIGHT2 ). OLI ; 
) 

/■ Kow to inic Raslnfo structures!*/ 
ril.BitMap - ibl; 

/■ viewport to be positioned way to the left "/ 
cil.RxOffsat - -45; 

/' 40 far border * 5 as study aid. It is tr.e ■/ 
ril.RyOffset ■= 0; 

/" BITMAP you draw CO. NOT Che vleMPort!'/ 

ril.Hext = Srl2; 

ri2.BicMap - Sb2,- 

i:i2 . BxOf f set " 0; 
ri2.RyOffEet = 0; 

rlJ.Nexr = NULL; 

HaJ^eVPorti iv, fevp ) ; /■ Construct copper inscr 

(prelim) list •/ 



MrgCop ( 4v ); /• yerge prelim, i 

final " -/ 
/" ccpper list in the view structure. ■/ 



InitRastPort I4rpl) ; 
rpl.SitKop - ibl; 

I.nltRastPort Iirp2)j 
rp2.aitKap - ib2; 



/• Keea a pfl rastport to 
/• Link it to its bitmap. 



raw . • / 
-/ 



SetRast (srpl, OL) ;/ ■ Raster bitmaps transparent. •/ 
SetRast (£rp2, OL} ; 



LoadViow (ftv) ; 



Close_All(l 
I 

ford - C; i < DSPTHl; i+t) 

( 

if (bl. Planes [il 1 FreeRascer ({char") bl .Planes [il , 
HEIGKTl) ; 

1 

for(i - 0; i < DEP?H2; l»t) 
C 

if {b2. Planes [ ij > FreeRaster 1 lchar»l b2-?lanes ti], 
KEIGHTJI,- 



) 



/* Free structures ^dynamically' 
/■ created by the systen far ycu. 



if Icml 

FreeColcrHap (cm) ; 

FreeVPortCopLists (t'/p); 

FreeCprList (LOFlOl); 
FreeCprList (LOr[lJ); 

if (Saucer. num) 

Freesprite 1 2L ) ; 

if (gaireio) 
( 

if (gameio -> io_Device) 

CloaeDevice (gameio); 

DeLeceScdIO (gameio) ; 
} 

if (ganiepart) 

DeletoPorc Iganepcrtl; 

LoadViGw(gldview) ; /* Replace old view */ 

Delay(SOL); /- Be sure it*s in place */ 

CloseLlbrary ( (long) CfsBase) ,- 



showscore ^k] 
short kl 
I 

SetDrKd ( Srp2, JAM2 ); 

SeCAPen ( trp2, 2L ) ; 

SetBPen ( lrp2, IL ) ; 

Kove { trpZ, 209L, I83L I ,- 
Text [ 6rp2, iscoro[)t), IL ) ; 



I 

/* This long-unsung technique prevents the joystick from affecting the 
computer in any way after the program is done and you cec yoyr piOiflpc 
back. For this reason, I have prepared a special routine for it, so 
that its importance is not lost on the reader.'/ 

3ec_concroller_type (type) 

char cype; 

( 

gar.eio -> io_Coirj5and = GPD_SETCTyPE; 

gameio -> ia_Length = IL; 

gameio -> io^Data - (APTR) itype; 

if (DoIO (ga.meio}) 

die ("Error in setting controller cype.Vn"); 



■AC- 
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'vs;j»i' 



Bring Your Adventures 
To Life 






r-^'"^.,^ 




^s-H\ 



%,■ 






1^ 



'SSS¥ 



The Adventure Construction Language 

Written by Alternate Realities. Produced by Micro Momentum, Inc. 

T.A.C.L. allows you to unleash the creativity 
of your mind and bring it to reality. T.A.C.L. 
is a full-featured text/graphics adventure 
language. 

Anything your mind can imagine can be 
brought to reality using T.A.C.L. Into the 
future, back in time, into the 5th dimen- 
sion — ^you are in control. T.A.C.L. has the 
following features: 

-Supports IFF graphics (including HAM), 
sound, different text styles, vector graphics, 
and more. 



vig^<v^?^^^v^:^;^ag^ 



-Includes PADV, the 

adventure player that is freely-redistributable 
so you can distribute it with your favorite 
public domain adventures. r'~ 






p.-?-i&rf^?f:<i3i§^ 



- Includes VGED, a 
complete vi 
you to hav( 
venture witnou 
disk space. 



- TA.C.L. source code can be poited and 
compiled with no modifications on other 
computers that TA.C.L. is available for (IBM 
and Mac versions in development). 

- T.A.CL. will allow you to create commer- 
cial-quality adventure games. Send us a 
copy and we will consicier distributing it for 

- Runs on all Amigas with 512K RAM and 
AmigaDOS VI. 2 or above. , 



'i>" 



.C'iyJ^Ti 



-Available at Amiga dealers or direct. 



Micro Momentum, Inc. 



P.O. Box 372 ^-^ 

Washington Depot, CT 06794 
Order Phone: 800-448-7421 



•^ 



Suggested Retail $99.95 



«'-':S^ 



We want to make you a success by producing your software. Wc deal fair and square so ^ve us a calL Make the first move. 



--.^vii;;^S*.Ji.i-,;?ti-e?S£sS»vi 



Circle 125 on Reader Service card. 



S^J^^^^ 



(continued from page 26) 

one menu is the combined lengths of tlie previous ones! For the 
Items, the position is lined up with the menu tliey belong to, sub- 
Items are a positioned a little differently. The Intuition manual states 
"The sub-Item box must overlap its item's select box somewhere". 
This seems clear enough except that while a 10% overlap looks kind 
of neat when the sub-Item pops out of tlie item; it is hard to hit with 
the mouse pointer! The problem is that an item may deselect while 
you are moving the mouse to select the sub-Item! If the overlap is 
small, a slight jiggle in the mouse may select the next menu item 
and make your software very touchy. To solve this problem, 
overlap the sub-Item half way across Item and drop it down just 
under half of the height of an item. This gives plenty of overlap and 
doesn't totally hide the items. 

That completes the MenuBuilder. It is possible to carry this 
program a little farther by actually completing the many structures 
and creating a real menu that can be attached to the current 
window. This would eliminate the need to compile and link a menu 
to test it. This would require additional work, and since I am tlie lazy 
one, I'll leave that up to you! 

LISTING ONE 

/* menu test driver progran; V2.0 

This program will open a screen and a window just so we 

can test the menu, we could find ouc the current window 

and use it for the menu, but this is a more common usage! 

*/ 

♦include <exec/types>h> 

♦ include < intuit ion /intuition.h> 

♦include <graphlcs/display.h> 

♦include <libraries/dos.h> 

♦include <libraries/dosextens.h> 

♦include <scdio.h> 

♦Include <stdlib.h> 

♦Include <proto/intuition.h> 

♦include <proco/graphics.h> 

♦include <prato/exec.h> 

♦include <string.h> 

struct IncuitionBase "IntultlonBase,- 

struct GfxBase 'GfxBase; 

extern struct Menu 'MyMenu; 

struct NewScreen NewScreen = 

( 

0,0,640,200, 

2,0,1, 

HIRES, 

CUSTOMSCREEN, 

NULL, 

^^Custom Services' 



/» Left, Top, Width, Height •/ 

/• Depth, detail Pen, Block Pen*/ 

/* Hi resolution screen '/ 

/• type */ 

/- Font '/ 

/• Screen Title */ 



)i 



struct Kewwindow NewWindow = 



0, 0, 640, 200, 



/* Left edge, Top edge, width, height 



0, 1, /* Width, Height «/ 

CLOSEWINDOW I MENOPICK, /' IDCMP message flags •/ 
WIKDOWCLOSE I WINDOWSIZING I WINDOWDSAG I WINDOWDEPTH I 
SMART_REFRESH I ACTIVATE I NOCAREREFBESH, 
NULL, /• First Gadget */ 

NtlLL, /* default to chectaark */ 

"Menu Test Window", /* Title of window •/ 
NULL, /« Standard Screen */ 

NULL, /« Bit Map •/ 

100, 25, /• Min Width, Min height*/ 

640, 200, /« Max width, Height «/ 

CUSTOMSCREEN /» Screen type */ 



Int Figs [26); 

/* 

•* compiler prototypes 

•/ 



/» one flag for each letter */ 



void Do_Arguments (int, char »») ; 

void ProcesE_Item (int, int, int); 

/' 

*" Main Program 

•/ 

void main (argc, argv) 

int argc 

char ""argv; 

{ 

unsigned char str[301; 

unsigned int i; 

unsigned MO, 10, SO; 

struct Screen "Screen; 

struct Window 'Window; 



/« window message structure */ 
/* loop counter »/ 
/* Menu control inde:; */ 
/* ptr to screen"/ 
/" ptr to window-/ 
struct IntuiMessage "message; /"message pointer •/ 
/" 

"» ignore arguments, open libraries and startup 
*/ 

IntuitionBase = (struct IntuitionEase 
•lOpenl-ibrary ("intuition. library", 0); 
if ( IntuitionBase — NULL > 
t 

print f ("Unable to Open intuition. library"! ; 
exit (10) ; 

I; 

GfKBase = (struct GfxBase 
*)OpenLibrary ("graphics. library", 0) i 
if( GfxBase == NULL ) 
( 

printf ("Unable to Open graphics. library"! ; 
exit (10) ,- 

).- 
if( (Screen = (struct Screen "(OpenScreen (SKewScreen) ) ==NULL) 

{ 

print f ("Unable to open Screen"); 
exit (10! ; 

); 
NewWindow. Screen - Screen; 
if( (Window = (struct Window *! OpenWindow (SNewWindowl ) ""NULL) 

( 

CloseScreen (Screen) ; 

printf ("Unable to open window"); 

exit (10) ; 

1 
/• 

"* Here we tell the system about our .Tienu! 
•/ 
SetMenuStrip (Window, KyMenu) ; 



/■ 



Display sc-nething in our window 



/' Move text pointer in 



*/ 

Move (Window->RPort,20,20) ; 
window "/ 

Text (MlnQow->ElPort, "Hello Sir", 9!; /* set hello in the window 
*/ 
/• 

•" Loop until the user hits the close gadget! 
"/ 

for (;;) 
{ 

WaitPort (Window->UserPort) ; /« wait for a message */ 
message = (struct IntuiMessage " ! GetMsg (WindoH->UserPort) ; 
if{ (message->Class| == KENUPICK ) /• is it a menu 
message?"/ 
i 

for (1=0; 1 < 30;1++) strti! =• ' "; 
if ( {mesaage->Code) != KENUNULL) 
{ 

MO = MENUNUM(message->Code) ; 
10 = ITEMNUM(message->CodeJ ; 
SO = SUBNUM(message->Code} ; 
sprintf (str, "Menu %x. Item %x, Sltem *x ", KO, 10, 



SO!; 



Move (Window->RPort, 5, 20); 
Text (Kindow-sRPort, str, 24); 
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else break; /* Not Menu selection, assume close gadget'/ 
Process_Item(MO, 10, SO),- /« Process Here •/ 



Reply^Ssg( (struct Message •jmessagel; 
messsge */ 

}; 

/* 

•' cleanup when we gee the close gadget hit 

"• release everything in the reverse of how 

** we allocated it. 

*/ 

ReplyHsgl (struct Message 'jmessage) ,- 
message "/ 

ClearMenuStrip (Window) ; 

CloseWindow (Window) ,• 
*/ 

CloseScreen (Screen) ; 
screen "/ 

exit (TRUE) ,- 



Reply to 



/* Reply to 

/"Remove Menu"/ 
/•close window 

/"remove the 

/•Good Bye "/ 



) 
I* stub tor acutal Menu processing code "/ 
void ProcesE_Itein(KO, 10,30) 
int MO; /« Menu Mu.-ober */ 
int 10; /• Item Number •/ 
int SO; /* Sub Item Number •/ 
i 

switch (MO) 
( 
case -1 : /" close up the shop, this is the close gadget 



*/ 



pxintf("Stub Close up Shop\n"); 

break; 

default : /* easy way out •/ 

printfC'Scub for %d:%d:%d\n",MO, ID,SD) ; 

breajt; 



J; 



erfi-ca-cy, n. 

power to produce effects 
or intended results. 

.\ot evoryorie needs the ability lo lypcsel complex nialhemalical 
equations or complicated tables. Many can do without the accents 
and special characters required for foreign languages. People even 
exist wlio don't want a powerful macro facility in their document 
production system. Ligatures and kerns are overkill for some docu- 
ments, lint your documents are tiiore than simple letters to Mom. 

Some folks shun included IFF/ILB.M in) ages or ARexx compatibility. 
:\ few are willing to hyphenate by hand, or accept poorly spaced 
lines. And some folks will accept the jaggies — output at less than 
the full resolution of their printer. 

But the quality of your documents is ii[iporta)it to you, and your 
typesetting needs are more than the average feliow^s. You need 

Amigail^^X 

If you are serious about putting words on paper, write for vour free 
demo disk. Move up (o the power of AmigaTjjX. 



\fi 



• Radical Eye 
^ Software 



Box 2081 • Stanford, CA 94300 • BIX: radical. e 



ye 



circle 152 on Reader Service card. 



} 



FROM Lia:c.o+"Listing_l.o"+"Listing_3.o" 

TO "Listing_l" 

LIB LIB:lc.lib UBiamiga.lib 

BATCri 

MENU,Wor)cbench 

ITEM, Open, , 

ITEH,Close, , 

ITEM, Duplicate,, 

ITEM, Rename, , 

ITEM, Info, , 

ITEM, Discard, , 

KENU,Disll 

ITEM, Empty Trash,, 

ITEM, Initiaze,, 

MENU, Special 

ITEM, Clean Up,, 

ITEM, Last Error,, 

ITEM, Redraw, , 

ITEM, Snapshot, , 

ITEM, Version, , 

MENU,My_WorkBench ! 

ITEM, Not Selected, Selectee ,S 

ITEM, TEST, ,1 

ITEM, SUB Menu 1, , 

SUBl,Sub Item 1, ,1 

SUBI.Sub Item 2,, 2 

SUBI.Sub Item 3,, 3 

SUBI,Sub Item 4, ,4 

ITEM, SUB Menu 2, , 

SUBI,Sub Item A, ,A 

SUBl,SL}b Item B, ,B 

SUBi,SLih Item c, ,C 

SUBI,Sub Item 0,,D 



LISTING 2.MENU- 





'""""»«* 


■X* *,w Hlf 


-/ 


es Menu 


Builder 


C19B9 


-/ 


w r»»***** 


******,«'« 


""-•"•/ 



/" Custom Servi 

linclude <exec/types.h> 

* include < intuit Ion/ intuit ion. h> 

struct IntuiText IText[J = 
1 





0, 




3Kt-\2, 


CHECKWIDTH, 


0, 


NULL, 


"Open" 1 , 






0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Close"), 






0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Dupl 


icate"), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Rename") 






0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Info"), 






Or 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Discard" 


, 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Empt 


y Trash"), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Init 


iaze' 


'}, 




0, 




ja;-!2. 


CHECKWIDTH, 


0, 


NULL, 


"Cles 


n Up' 


'), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Last 


Error"), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Redi 


aw") 






0, 




JAM2, 


CHECKWIDTH, 


Oi 


NULL, 


"Snapshot' 


), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Version" 


^ 




0. 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Not 


Selected") 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Selected 


") 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"TESl 


"1, 






0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"SUB 


Menu 


1"), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Sub 


Item 


1"), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


MULL, 


"Sub 


Item 


2"), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Sub 


Item 


3"), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Sub 


Item 


■J"), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"SUB 


Menu 


2"), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Sub 


Item 


A"), 




0, 




JAM2 , 


CHECKWIDTH, 


0, 


NULL, 


"Sub 


Item 


3"), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Sub 


Item 


C"), 




0, 




JAM2, 


CHECKWIDTH, 


0, 


NULL, 


"Sub 


Item 


D") 


tdefi 


ne 


FLAGS CH 


ECKIT 1 ITEMTEXT I MENUTOGC 


LE 


ITEME 
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{define TEXT (x> (APTR) SIText [x] 

struct Menultem M3I2[I = 

{ 

(SM3I2[ 1], 52, 3,104, 10, FLAGS, 0, TEXT (17) , NULL 

'1' ,NULL(, 

(6M3I2I 2), 52, 13,104, 10, FLAGS, 0, TEXT flSI , NULL 

'2', NULL), 

{SK3I2[ 3], 52, 23,104, 10, FLAGS, 0, TEXT (19) , NULL 
'3', NULL), 

(NULL , 52, 33,104, 10, FLAGS, 0, TEXT(20) , NULL 

M' ,NULL} 

); 

struct Menultem K3I3[1 - 

( 

(SM313[ 1], 52, 3,104, 10, FLAGS, 0, TEXT (22), NULL 

'A', NULL), 

(6M3I3[ 21, 52, 13,104, 10, FLAGS, 0, TEXT (231 , NULL 

•3' ,NULL), 

(SH3I3L 3], 52, 23,104, 10, FLAGS, 0, TEXT (24) , NULL 

•C ,NULI.) , 

(NULL , 52, 33,104, 1 0, FLAGS, 0, TEXT (25), NULL 

»D',NULL) 

)} 

struct Menultem M0[] = 

( 

(SM0[ 11, 0, 0, ■72, 10, FLAGS, 0, TEXT ( 0),NULL 

, NULL, NULL), 

(SMOI 2), 0, 12, 12, 10, FLAGS, 0, TEXT ( 1),HULL 
.MULL, NULL] , 

{SM0[ 31, 0, 24, 72, 10, FLAGS, 0, TEXT ( 2), NULL 
, NULL, NULL), 

(4M0( 41, 0, 36, 72, 10, FLAGS, 0, TEXT ( 3 ) , NULL 
, HULL, NULL), 

(fiMO[ 51, 0, 48, 72, 10, FLAGS, 0, TEXT ( 4 ) , NULL 
, NULL, NULL), 

{NULL , 0, 60, 72, 10, FLAGS, 0,TEXT< 5), NULL 
, NULL, NULL) 

1; 



jiTheHenut 31,152, 0, 72, lO.KENUENABLED, " Special 

",SK2[011, 

{ NULL ,232, 0,120, 10,MENUENABLED," Ky_KorkBen 

",fiM3(01 ) 

1; 

struct Menu "MyHenu = sTlieMenu[01 ; 



■ LISTING 3.C 



/* 

Menu Builder V2.0 

This program taites a simple sequential file and 

generates the Menu structures for a program. 

Input : 

MENU, Name 

ITEM, Name, [Select] , 'CoiKnandl 

SUBI,Name, [Selectl, ;con3!iancil 

Position and Flags will be set to a reasonable default. 
Your program will neeS to include the statement: 

extern struct Menu 'My.Menu; 

and 
SetKenuStrip (window ptr,MyMenu) ; 

Also, before you close your window you must call: 

ClearMenuStrip(«indOM ?trl ; 

or ris)t a GURU visit! 

«/ 

•include <libraries/cios.h> 

#include <stdlo.h> 

tinclude <intuition/intuition.!i> 

^include <proto/dos,h> 

^include <stdlib.h> 

tinclude <3tring.h> 

♦ include <proto/intuition.h> 

♦ Include <ccype.li> 



struct Menultem Ml ( 1 


. 






♦define CHAR_WIDTK 8 


/• 


used to calculate pixels */ 




( 












♦define NO_ERROa 


/• 


used to Indicate error ■/ 




(SM1[ It, 


0, 


0, 


88, 


10, FLAGS, 0,rEXT( 6) 


NULL 


♦define ERROR_NO_COMKA 1 








, NULL, NULL), 












♦define ERROR_BAD_TEXT 2 








(NULL 


0, 


12, 


88, 


10, FLAGS, 0,TEXT( 7) 


NULL 


♦define errOR_NO_MENU 3 








, NULL, NULL] 












♦define ERR0R_NO_ITEM 4 
♦define £RROR_NO_DATA 5 
♦ define EH,R0R_3AD_NUMBES 6 








struct Menultem M2 ( ] 


- 






♦ define ERROR_BAD_COKMAND 7 






( 












♦define ERROR_T00_LONG 8 








(SM2( 1), 


0, 


0, 


80, 


10, FLAGS, 0, TEXT ( 81 


NULL 


♦define .M.!iX_LINE 132 


/* 


input line length max 


* / 


(NULL, NULL), 












char cline[MAX_LINE] ; 


/* 


input line 


* / 


ltK2[ 2], 


0, 


12, 


30, 


10, FLAGS, 0, TEXT ( 9) 


NULL 


char *namel; 


/• 


File name pointer 


« / 


, NULL, NULL), 












int cwldth; 


/* 


width of menu item 


* f 


|4.H2( 31, 


0, 


24, 


80, 


10, FLAGS, 0,TEXT(10) 


NULL 


int lent; 


/• 


total input line count 


* / 


, NULL, NULL), 












int sent; 


/* 


current line count 


* / 


(iM2[ 41, 


0, 


36, 


80, 


10, FLAGS, 0,TEXT(11) 


NULL 


struct IntuiText *CTe>:t; 


/• 


Current Text Item pointer 


* t 


, NULL, NULL), 












struct IntuiText 'AllText; 


/" 


,=.11 text items 


*/ 


{NULL 


0, 


48, 


80, 


10, FLAGS, 0,TSXT(12) 


NULL 


struct Menultem "CItem; 


/- 


Current Menu Item 


•/ 


, NULL, NULL 1 












struct Menultem "CSItes;; 


/- 


Current Sub Menu Item 


* / 


); 












struct Menu *CMenu, ' 

/' 

•• prototypes 


MlMenu; /* Menu pointers 


*/ 


struct Menulte 
!fiM3[ 11, 


m M3[l 


- 












0, 


0, 


96, 


10, FLAGS, 0, TEXT (13) 


TEXT (14), 


*/ 

void Do_-=--rgiments (int, char **); 




'S',NULL), 

(SM3[ 21, 


0, 


12, 


96, 


10, FLAGS, 0, TEXT (15) 


, NULL , 


char * Scan (char *, char, 
int GetLineOPTR, char *); 


int 


'■ 




-1' ,NULL), 

(4M3[ 31, 0, 
.NULL, £M3I2[0] ), 

(NULL , 0, 
, NULL, SM3I3 [Oil 


24, 
36, 


96, 
96, 


10, FLAGS, 0, TEXT (16) 
10, FLAGS, 0, TEXT (21) 


,NULL 
,HULL 


int Process_Menu(char *) ; 
int Process_Item(char ", 1 
struct IntuiText ^Process 
void Do_Outpuc (void) ,- 
int Index (struct IntuiText 


nt); 

rext (char «) ; 

*); 




1; 












void Do_^Out Sub (int, int) ,- 








struct Menu TheMenutl 
1 


= 






** Main routine 








( STheMenu [ 
-,iM0[01), 

( STheMe.iu I 


1] 
2] 


, 
, 96 


, 
. 


, 88, 10, MENUENABLED 
, 4 B , 10, KZNUZNABLED 


, " WorJcbench 

," Disk -,SM1[0] ), 


*/ 

void main (argc, argv; 

int argc; 




/*nu.-nber of argur.ents 





76 



Amazing Computing V5.1 ©1990 



/■array of ptrs to arg strings 
/* input File pointer 



char *argv { ] ; 
«/ 
1 

FILE 'filel; 
-/ 

int i; 

int result , error; 
char *cptr,- 

/" get the file nasnes and open the files */ 
/' initialize input buffers and variables"/ 
AllText - NULL; 
CText = NULL; 
CMenu ■ NULL; 
CItem = NULL; 
CSItem = NULL; 
AllMenu = NULL; 
error - 0; 
lent « 0; 
/• 

•* Do all files 
-/ 

for (namel = null, i=l; Kargc is namel == NULL; i++) 
if ( *argv[il != '-' ) nantel = argv[i]; 
{ 

sent = 0; 

filel = fopen(naniel,"r") ; /-open file for reading- 
if ( filel == NULL 1 
{ 

printfl" Cannot get file open: %s\n",namel) ; 
exit 110) ; 



); 



•* Do All Lines in the file 
-/ 

while ( I cptr ^ fgets lcline,tJAX_LINE, filel) I != NULL) 
{ 

scnt++; 
lcnt++; 

cptr - Scan (cptr,' ', FALSE); /'skip leading blanks"/ 
if( "Cptr == ';' ) continue; /"skip comments in file"/ 
iff strncmp("l-'j;NU",cptr,'!) == ) 
( 

cptr = Scanlcptr, ' ,' (TRUE) ; 
result = Process_Kenu(cptr) ; 

) 
else if ( strnomp("I?EM", cptr, 4) == ) 

( 

cptr = Scan (cptr, ',', TRUE) ; 
result = Process_Irem(cptr, 0) ; /* do an Item -/ 

) 
else if ( strncmp ("SUBI",cptr,'l) — ) 

{ 

cptr - Scan (cptr, ' , ' , TRUE) ; 

result = Process_lrein(cptr, 1) ; /" do a Sub Item */ 

1 
else /* error, bad conunand «/ 
I 

error++; 
result = ERROR_BAD_COMMAND; 

Jf 

if ( result != NO_ERROR ) 
t 

error^+; 

fprintf (stderr, " Line %d(*3) has syntax error(4d): 
%3\n", sent, namel , result, cptr) ; 



),- 



); 
fclose I filel) ; 



all files are read, so output the source if no errors 



Lons Fonts Vol. 1 

A collection of seven 3D font sets in the Interchange 

format. Each set has complete upper/lower case letters, 

punctuation, and numbers! If you're into \'ideo or do 

animations, you need these fonts! $29.95 

Momentum Check 

A full featured checkbook management package that niakes 

checkbook management easy. Class codes allow you to 
track any expense you wish. Use standard reports or create 
your own custom reports. Reconciliation is so easy! $29.95 

Momentum Mail 

An easy-to-use mailing list management program. Why 

fiddle witli 300-page manuals and spend hundreds of 

dollars when it can be as easy and affordable as this! 529.95 

TeleTutor 

An interactive telecommunications tutorial. Everything 

about telecommunications in one place! Has a simulated 

BBS to practice uploading and downloading. S29.95 

(Jzzi Interface 

A joystick/mouse interface with an auto-fire rate of 3Q 

rounds/sec !! Switch between auto and transparent mode. 

4 ft. extension cable. Blow your game scores away! S34.95 



Available a: Hnt: dealers, or crdcr direct -Maki: chctk or monc\' order pay-ahlL* to: 




i?=^ 



Micro Momentum, Inc. 

P.O. Box 372 

Washijiglon Depot, CT 06794 

(800) 448 7421 



fbcaJcr Inquirit'^ 



i'k-asg add SLW for S&H- C.O.D.n add sddiljunal S2 SO. .\11 producu 90 day warrjniv. 



/ If vtm'vff Eot.1 l>nKitl<:t. we're inti-ri>r''il. f^iv,; U!i a r»H. Aiiiii;ji is :i n-iri jtrn-ij Irailfim;irl^ .iT ('H\L \ 

Circle IBS on Reader Service card. 



iff error " ) Do_Output O ; 

fprintf (stderr, " Id lines input, %d errorsXn", lent, error) ; 

) 
char "Scan (ptr, c, control) 
char "ptr; 
char c; 
int control; 

{ 

while ( *ptr ;= NULL Lt "ptr != '\r.' 

ss ( ( control ss 'ptr 1= c ) II { •. control i& -ptr ■=- c) ( 
> 

ptr++; 

if( "ptr " -\n')*ptr - >\0'; 

returni ptr ); /• return the new pointer "/ 

J 
int Process_Menu{ptr) 
char "ptr; 
{ 

char "tptr; 
int len; 

struct Menu "last; 
if ( AllMenu ■== NULL I 
{ 

/* first menu item •/ 

AllMenu - ( struct Menu *] oalloc (1, sizeof (struct Kenu)); 
CMenu " AllMenu; /" Set current pointer */ 

1 

else 

{ 

/" add new one to list */ 
last = CMenu; 

CMenu - (struct Menu *) calloc (1, sizeof (struct Menu)); 
last->NeKt.Menu " CMenu; 



1; 
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/* Build Menu structure "■/ 

if( *ptr != \ ') return (ERROR_NO_COHMA) ; 

ptr++; 

tptr = ScarKptr, ' \TRUE>; /- find end of string */ 

len = tptr-ptr; 

if( len > 23 ) return (ERROR_TOO_LONG) ; 

CMenu->MenuKaffle = (BYTE *) oalloc (1 , (unsigned) len+1) ; 

(voidl strncpy (CMenu->MenuMame, ptr, len) f 

ptr +=len; 

«ptr = '\0' ; /- make sure it is a proper string!*/ 

CHenu->NextMenu = NULL; 

CMenu->Firstltero= NULL; 

extern - NULL; 

CMenu->width = len; 

return (NO_ERR0R) ; 

) 
Int Process_Item (ptr, type) 
char "*ptr; 

int type; /* = ITEM, 1 = SU3 ITEM •/ 
( 

struct IntulText •Proce5E_Text () ; 
struct Menultem *ThisItem; 
struct Menultem *lastl; 
struct Menultem 'lastSI; 

if( CMenu == WULL ) return (ERROR_NO_MENU1 ,• 

if! type == 1 ts CItem == NULL l return (ERaOR_NO_ITEK) ; 
if( *ptr != ',' ) return (ERROR_NO_COMMA) ; 

cwidth = -1; 
if ( type == ) 
) 

/* do an item building a Menultem */ 
lastl = CItem; 

CSltem- NULL; /* clear current Sub Item Flag */ 
CItem - (struct Menultem *) calloc (1, sizeof (struct Menu- 
Item) ) ; 

if ( lastl == NULL ) 
) 

/* First Item for Menu */ 

CMenu->FirstItem = CItem; /* link it to the menu «/ 
CItero->MutualExclude = -1; 
1 
else 
{ 
lastI->NextItem = CItem; /"link it to the item list*/ 



Thisltem " CItem; /* build it */ 
c«idth = CMenu->FirstItem->KutualExclude; 
) 
else 
{ 

/* Do a Sub Item •/ 
lastSI = CSltem; 

CSltem - (struct Menultem •) calloc (1, sizeof (struct 
Menultemi ) ; 

if ( lastSI == NULL ) 

( 

/* First Sub Item for Menu Item */ 

CItera->SuJoItem = CSltem; /* linlt in the sub items "/ 

CSItem->MutualExclude = -1; 

} 
else 

( 
lastSI->NextItem = CSltem; 

); 

Thisltem - CSltem; 

cwidth = CItem->SubItem->MutualExclude; 

]; 
/» Process name select and command '/ 
ptr++; 

'thisItem->IteinFlll = ( AEER )Process_Text (ptr) ; 
lf( ThisItem->ItemFill == NULL ) return (ERR0r_BAD_TE>:T) ; 
ptr = Scan (ptr, ', '(TRUE) ; /• find next comma "/ 
if( 'ptr != ',' I return (ERROR_NO_^C0MMA) ; 
ptr++; 

/" Select name? */ 
ThisItem->SelectFill = ( APTR ) Process Text (ptr); 



save Item 



/" save Sub Item 



ptr = Scan (ptr, ',', TRUE) ; /* find next comma "/ 

if( *ptr !- ',') return (ERROR_NO_CON'uMA) ; 

ptr++; 

/* Coimand 7 »/ 

ThisItem->NextIten: = NULL; 

Thisltem->SubItem = NULL; 

ThisItem->CQmmand = "ptr; 

ThisItem->MutualExclude = OL; 

if( type == I 

I 

CMenu->FirstItem->KutualSxclude = cwidth; /" 
width */ 

) 
else 

f 

CItem->SubItem->KutualExclude - cwidth; 
width "/ 

]; 
return (NO ERROR) ; 



struct IntuiText "Process_Iext (ptr) 
char *ptr; 
1 

struct IntuiText ''dptr, *lasText; 
char *tptr; 

if( "ptr " ',') return (NULL! ; 
lasText = AllText; 
while ( lasText != NULL) 
I 

CText - lasText; 
lasText = lasText->NextText; 

}; 

lasText - CText; 

CText = (struct IntuiText »1 calloc (1 , sizenf (struct Intu- 
iText) ) ; 

CText->HextText = NULL; 
if ( AllText == NULL ) 
i 
AllText = CText; 

) 

else 
{ 
lasText->NextText = CText; 

); 
tptr = Sean(ptr, ' , ' ,TRUE| ; 

CText->IText = (UBYTE *)oalloc(l, (unsigned) (tptr-ptr+1) ) ; 
(void) strncpy (CTeKt->IText,ptr, tptr-ptr) ; 
CText->IText [tptr-ptr] = '\Q'; 
if( cwidth < tptr-ptr ) cwidth = tptr-ptr; 
/* checlc for duplicate, eliminate this one if duplicate */ 
dptr = AllText; 
while ( dptr != CText ) 
( 

If ( strcmp (dptr->iText,CText->ITexc) == ) 
( 

free( (char ») (CText->IText ) ); 
frae( (char •) CText ); 
CText = dptr; 
lasText->NextText = NULL; 

1 

else 
{ 
dptr = dptr-'>NextText; 



J; 



]; 

return (CText) ; 

) 
void Do_Output() 
i 

char nxt , quote; 
char Mptr [14 ) ; 

int Menu, Item, left, top, width, height; 
int stop; 
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char rest [30] ,- 

/" OutpuC Che IntuiTexE structure first */ 
quote - *** *; 

Dr^ntf ("/**********"****""''""'*'"**'****"****** ****/\n'') ? 
prlntff"/* Custom Services Menu Builder cl989 "/Xn"); 
Driritf("/***"**********"*"'**''"****'***^**********/^i^'')^' 
print f<"# include <exec/types .h>\n") ; 
printf ("linclude <intuition/intultiQn.h>\n") ; 
CText = AllText; 
if ( AllText != NULL) 
{ 

printf ("\nstruct IntuiText IText [ ] =\n") ; 
printf (" {\n"); 

); 
while ( CText != NULL ) /' for all text to output */ 

{ 

if ( CText->NextText == NULL) 

{ 

nxt = ' \- 

! 

else 
{ 
nxt = ' , ' ; 

1; 

printf (" { 0, 1, JAM2, CHECKWIDTH, 0, NULL, 
%c*s%c)%c\n", 

quote, CText->IText, quote, nxt) ; 
CText = CText->NexcText; 

I; 

if I AllText != NULL 1 
( 
printf (" !;\n"); 

1; 

printf I "ddefine FLAGS CHECKIT I ITEMTEXT I MENUTOGGLE I 
ITEMENABLEDVn") ; 
printf I "#define TEXT(x) (APTK) ilText [x) \n\n") ; 
CMenu = AllMenu; 
Menu = 0; 
left •= 0; 
height = 10; 
while ( CMenu != NULL ) 
) 

Item = Q; 

CItem = CHenu->Firstltem; 
while ( CItem != NULL) 
{ 

CSItera = CItem->SubItem; 
cwidth = CSItem->MutualExclude; 
if ! CSItem != NULL ) Do_Out_Sub IMenu, Item) ; 
Itera++; 
CItem = Cltem->Nextlcem,- 

); 

Menu++ ,- 

CKenu = CMenu->NextMenu; 

) 
CMenu = AllMenu; 
Menu =0; 

while C Olenu != NULL ] 
{ 

Item = 0; 

CItem = CMenu->FirstIceni; 
cwidth = CItera->HutualExclude; 
CSItem = CItem->SubItem; 

printf ("struct Menulteia M%d[J = \n",Menu); 
printf I" { \n") ; 
top = 0; 

width = cwidth * CHAR_WIDTH; 
while I CItem != NULL ) 
i 

Itein++; 

CSItem = CItem->SubItem; 
if( CItem->N6xtItem -- NULL ) 
{ 

aprincf (Mptr, "NULL ") ; 
nxt = ' '; 

) 

else 

i 

sprint f (Mptr, "SM%d [%2dl'*, Menu, Item) ; 
nxt = ' , ' ; 

); 
fcr(stop=0; stop < 30; stop*+) rest [stop] = '\0' ; 



Are you intimidated by Databases? 
Too busy to read a huge manual? 

That's why you need Mail-O-Dex. 

Mail-0-Dex is a full featured, easy to use 
mail merge manager. But it doesn't stop 
there! It also combines the features of a 
RoloDex, a Phone Dialer, a Label Printer, 
AND direcf/y supports most popular Word 
Processors. With easy to use VCR style 
controls, you probably won't even need the 
easy to understand manual. You can search 
any or ALL fields, and define field titles. 
Label sizes and spacing are adjustable. 



Best of aU, it's only $49.95!! 




Available at a dealer 
near you or order 
direct. Send check or 
money order payable (o 

Dealer inquiries welcome 



KarmaSoft 
P.O. Box 1034 
Golden, Co. 80401 
(303) 277-1241 



circle 124 an Reader Service card. 



if( CItem- >SeleGtFill == NULL) 
1 
sprintf (rest, "NULL ,"); 

) 

else 

1 

sprintf (rest, "TEXT (%2d) ,", Index ( (struct IntuiText 
-)CItem->SelectFill}); 

); 
ifl Ilsalpha (CItem- >Coiiiiiiand) 54 lisdigit (CIte:i->Command) ) 
1 
sprintf ISrest [9] , "NULL, ") ; 

) 

else 

( 

sprintf (irestt 9] , " '%c' , " , CItem->Comn'.and) ; 

1; 
if( CSItem — NULL ) 
i 
sprintf (Srest 114) , "NULL") ; 

) 
else 
{ 
sprintf (iresttm ,"SM%dI%dlO] ", Menu, (Item-1) ); 

J; 

printf (" {%3,%3d,%3d,%3d,%3d, FLAGS, 0,", 
Mptr, left, top, width, height] ; 

printf ("TEXT {%2d) ,%s)%c\n", Index ( (struct IntuiText 
*)CItem->Itemrill) , rest, nxt) ; 
Clte-ti = CItem->NextItem; 
top - top + height + 2; 

)1 
printf C l;\n\n"); 
CMenu - CMenu->NextMenu,' 
Menu*+; 
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Attention ^^ Readers! 




Since we at Amazing Computing™ cannot determine 
ttie dependability of our advertisers from ttieir ads 
alone, we want your feedbacl<. if you have had a 
problem with an advertiser in AC"-', let us l<now! Send 
a complete description of your exchor^ge(s) with tfie 
advertiser— along with the names of tlie individuals 
Involved— and we'll do our best to get to the bottom 
of things. 

Ad Complaints 

PiM Publicaflons, Inc. 

Amazing Compufing 
P.O. Box 869 

Fall River, MA 02722 



CMenu = AllMenu; 

printf ("struct: Menu TheC^enu [ ] =\n") ; 
prinrf I" ( \n") ; 
left = 0; 
top = 0; 
Menu =" 0; 

while ( CMenu != NULL ) 
{ 

Menm-+ ; 

width = ICMenu->width + 2) » CHARJ-IiaTH; 

if ( CMenu- >NexcMenu == KULL ) 



( 

sprincf (Mptr, "NULL 

n:<c = ' ',- 



•); 



1 
else 

{ 

sprint f(Mptr,"5TheMsnu[%2d] ",Menu); 
nxt = ','; 



); 



(void! strncpy (Srest [1] , CMenu->MenuN=ine, CMenu->width) ,- 
rest(01 = > '. 
rest [CKenu->Width+ll = ' ■ ; 
rest [CMenu->Widt;h+2] = -\Q' : 
quote = ^"\- 
height = 10; 
printf (" 
(%123, %3d, %3d, %3d, %3d",Mctr, left, top, width, height ) ,• 

printf (",MEK'UENABLED,%c%s%c, SM*d[0] ;%c\n", quote, rest, quote 
(Menu-1) , nxt) ; 

left = left + width + CKAR_WIDTH,- 
CMenu ^ CMenu->NextMenu,- 



printfl" ),'\n\n"),- 

printf ("struct Menu *MyKenu 



STheKenurQJ;\n") ; 



int Index (ptr) /" Find the position index '/ 
struct Intuilext *ptr; 

{ 

int idx; 

idx = 0; 

CText "■ AllText; 

while ( CText != KULL SS ptr != CText) 
{ 

CText = CText->NextText; 

),- 
return (idx) ,- 



void Do_Out_Sub (Menu, ItemJ 
int Menu, Icem; 
{ 

int Sltem; 

int stop, width, sleft; 
int top, height; 
char :-iptrC14J ; 
char rest [30] i 
char nxt; 
top = ; 
height = 10; 

printf ("struct Menultem M%dl%d[ I - \n",Menu, Itea) ; 
printf(" (Vn"); 

width - CMenu->Kidth"CHAR_WIDTH; 
Sltem = 0; 

while ( CSIteitl != NULL 1 
[ 

for (stop=0;stop<30;stop->-+) rest rstop] = '\0' ; 
SItem++; 

if( CSItera->NextItem == NULL ) 
( 

sprintf (Mpcr, "NULL "I; 
nxt ^ ' ' ; 

) 

else 

( 

sprintf (Mptr, "»M%dI%d(%2d] ",Menu, Item, Sltem) ; 
nxt = ' , ' ; 

}; 
if( CSItein->SelectFill == NULL ) 
{ 

sprintf (rest, "NULL ,"); 

) 

else 

{ 

sprintf (rest, "TEXT (%2dl , ", Index ( (struct IntuiText 
*) CSItem->SelectFill) ) ; 

}; 
if( lisalpha (CSItem->Co.xinand) fis ! isdigit (CSItetn->Cor[ra;and] ) 
( 
sprintf (Sresc [81 ,"NULL,") ; 

i 
else 
i 
sprintf (Srest [31 ," "%c' , ", CSlte:rv->Coirmand) ; 

1; 
sprintf (srest (13), "NULL") ,- 
sleft = (width " 5')/10; 
stop = top + 3; 

printfl" (%s, *3d,%3d,%3d,% 3d, FLAGS, 0," 
,Mptr, sleft, stop, width, height) ; 

printf ("TEXTI%2di , *sl%c\n", Index I (struct IntuiText 
») CSltem->lteinFill) , rest, nxt) ; 
CSItem = CSItem->NextItem; 
top ^ top -r height; 

1; 
printf(" l;\n\n"); 



•AC- 
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Mathematicians explain a graphical representation of an 
equation as a map of its solutions, and tliat il is used to help them 
gain a better understanding of the matliematics. However, 1 am 
more interested in the picture itself as an artfomi. That's not to 
say tliat an understanding of tlie equations is not valuable. It 
cenainly helps, especially in die never ending search for new- 
equations and for new methods of displaying them. However, 
it doesn't take a matliematician to have a lot of fun drawing 
fractals. All tliat is needed are a few practical skills and some 
patience. In diis article one such skill, called scanning tlie 
screen, will be developed. 

Figure One: 

Output produced by this month's listing 

(640 X 400 Pixel Mode) 




Before I start let me say that tiiere are many methods of 
graphicallv displaying mathematical equations and diese ar- 
ticles are not intended to be a systematic treatment of all of 
them. Instead, I de^'elop the one method lliat is particularly 
valuable for displaying the Mandelbrot set. Note also tliai tliis 
article deals only witli the method, the series of steps that must 
be programed in order to draw a fractal. It is still too early to talk 
about the underlying mathematical theory behind the ^iandel- 
brot set, although eventually this will be discussed. 

SCANNING THE SCREEN 

In previous articles the development of each fractal was 

obsen-ed pixel by pixel, from left to right, and row by row, from 

bottom to top. That's what is called scanning die screen. It's the 

systematic plotting (illuminating) of all of tile pixels on the 

drawing surface. It should come as no surprise that diere is 

a standard way of doing this, and once it has been learned, 

it can be applied over and over again to different programs 

tliat draw different fractals. 

ONE HUNDRED TWENTY-EIGHT THOUSAND 
POINTS OF LIGHT 

Suppose the screen is scaled as follow-s: 

xmin = -10 

xmax = 10 

ymin = -10 

ymln =10 

Scanning the screen can be started by plotting a point at the 
bottom left hand corner 

PSET (FNx (xrln) , FKy (yminl ) 



The variables xmin and ymin each store the value -10, the 
Cartesian coordinates of the bottom left hand corner of tlie 
drawing surface, as specified by tlie above scaling. Those 
values get passed to the coordinate conversion functions 
FNxO and FNyO, which calculate then- corresponding pixel 
numbers (Amiga coordinates) and then pass them to the 
PSET command. Refer to Article II in this series if more 
explanation is needed. 

Continuing with the systematic scanning of the screen, 
the vet)' next pixel needs to be plotted along the bottom 
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row. To accomplish this, the pixel's horizontal coordinate must 
be calculated (the vertical coordinate remains the same because 
it is in the same row). 

THE NEXT PIXEL 

In every example so far, usually on tlie third line, the 
variable dx, which represents the width of one pLxel, is 
calculated using xmin, xmax, and ihe number of pixels across 
the screen. Remember tliat all die pixels are arranged side by 
side, thus forming a long row. So, to get to the next pixel, simply 
move to tlie right by an amount equal to the widdi of one pixel, 
dx. Plot the point: 

PSET (FNx(xmin+dx) ,FNy (ymln) ) 



Well, that was simple enough, but what about tlte next pixel 
after that.' How about: 

PSET (FNx (xmin+dx+dx) , FNy (yirdn) ) 



OK then, what about the next 629 pixels along the entire row? 
FNxCxmin+dx+dx+dx+dx+dx+dx...etc) will not do, it requires 
too much typing. AmigaBASIC's "FOR NEXT" loop construction 
should be used. 

FOR i=xmin ro xmax STEP dx 
PSBT(FNx{i) ,FNy (ymin) [ 
NEXT 1 

In the above loop PSET gets executed 632 times, once for 
every pixel along die bottom row. The first time through, die 
variable 'i' has the value xmin, -10. Each time tlirough tlie loop 
'i' gets increased by the value of dx, That's what the 'STEP dx' 
means. In this example the value of dx is 0.0316957211, but it 
is not necessary to know that, dx is always referred to symboli- 
cally, by its name. The Amiga will handle the actual value. That's 
what computers are for! The value of dx will be different 
whenever you scale the screen to different Cartesian coordi- 
nates. Continuing, each time through the loop tlie value of 'i' is 
passed first to the coordinate conversion functions, and then to 
the PSET command, tlius plotting every pbcel along the row. The 
loop executes over and over again, continually increasing the 



value of 'i" in steps of 'dx', until finally 'i' exceeds xmax. At diat 
point the loop ends and the computer goes on to execute 
whatever program lines follow the 'FOR-NEXT' construction in 
the program. 

Here is a complete program which does the above task and noth- 
ing more. 



OEF FNx{>:) = INT( 1 (x-xmln)+dx/2)/dxl 

d=;f FNy(y) = !95 - INT ( I (y-ymln) +dy/2) /dy ) 

xmin = -10 

xirtax = 10 

ymin = -10 

ymax =10 

dx - (xmax-xmin) /631 
dy = (ymax-ymln) /195 

SCREEN 1, 640, 200, 4, 2 

WINDOW 2, , to, 01 -(631, 186) , 0, 1 

FOR i-xmin TO xmax STEP dx 
PSET(FNx(i> ,FNy (ymin) ) 
NEXT i 

WINDOW CLOSE 2 
SCREEN CLOSE 1 



Note that in previous examples in the earlier articles an extra dx/ 

2 was added, as follows: 

FOR I=xinin to xmax+dx/2 STEP dx 



The reason for tliis is to guarantee that the last pixel along the 
row doesn't get accidentally left out. All computers store 
numbers with a limited accuracy. For example, the number 2/ 
3 geLs stored as 0.6666667 which is a little larger than it should 
be (the last digii is rounded up to a seven). The term dx is cal- 
culated from (xmax-xmin)/631 , and depending on the \'alues of 
xmax and xmin its accuracy could also be questionable. It could 
also be a litde larger than it should be. As the loop executes, dx 
gets added to i' 631 times until it's supposed to equal xmax. 
■Well, suppose on the 63Tdi time the value of 'i" actually over- 
shoots xmax by a little bit, say by 0.000001. That x'voiild be 
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enough to cause the loop to stop without 
plotting the verj- last pL\el in the row. Tile 
extra dx/2 term guarantees that this doesn't 
hapfjen. 

The program has been carefully writ- 
ten to be consistent with examples in tliis 
series of articles. That way previously 
learned skills can be built on. 

MORE ROWS 

So much for one row of pLxels. Now, 
what about the whole screen? We!!, lliat's 
not too much harder. Replace tlie !oo]> in 
tlie above program with llie following: 

FOR j='/min TO y!iiax+dy/2 STEP dy 

FOR i=xmin TO xraax+dx/2 STEP dx 

PSET(FNx(i) ,FNy Ij) > 
NEXT i 

NEXT j 

This is called a nested loop, one loop inside 
the other. The inside loop draws the nor- 
mal horizontal line. But now there is an 
outside loop in which ')" represents the 
vertical position of that line. The value of 'j' 
starts at ymin and increases by the amount 
of 'dy' until it finally exceeds ymax+dy/2. 
For each value of 'j' a complete horizontal 
line gels drawn at a new vertical position. 
Thus every pixel on the screen gets illumi- 
nated. Run the previous program using this 
nested loop in place of the single loop ran 
before and confirm that the entire screen 
gets plotted, pbcel by pLxel. 

DRA WING FRACTALS 

Since starting tliese articles two skills 
have been developed which can be ap- 
plied lo drawing fractals, scaling the screen 
(from /Vrtjcle II), and now, scanning the 
screen. But more is needed to produce a 
fractal, the magic of an equation is re- 
quired. It's the equation that tells the pro- 
gram what color to plot each pixel, thus 
producing somediing more pleasing than a 
blank white screen. Looking at the screen 
scanning loops in the previous articles, two 
ver>' important lines in.serted before the 
PSET command can be seen. 

GOSUB Calculate 
GOSUB Select. Color 
PSET(rNx(il ,FNy { j) ) 

Ever}' time tlirough tlie scanning loop, for 
every pLxel on die entire .screen, a calcula- 
tion is performed, presumably based some- 
how on the Cartesian coordinates of that 
pixel. Then, depending on the results of 
that calculation, a color is selected. Finally, 
the pixel is plotted in the chosen color. 



HOW ABOUT AN EQUATION? 

Since this article is about the method, 
and not the mathematics, let's choose an 
equation diat will be easy to understand. 

3t - y' » 25 

Easy to understand means, understanding 
die calculations that are specified; it is not 
necessary to know the graph the calcula- 
tion will produce, If the actual values for x 
and y were given, x = 3 and y = 4, it should 
be easy to perform the calculations and 
determine if die values satisfy tlie equation. 

3'^ i' = 25 

So X and y values satify the equation and 
are a solution. 

But if X = 2 and y = 3 were given, then 

2 - 3' 25 

So the X and y ^'alues do not satisfy the 
equation and are not a solution. 

INEQUALITIES 

Ol'ten kno^-ing if the result of a 
calculation is greater dian or less dian the 
value specified in the equation can be 
important. The algebraic notation for stich 
an equation could be something like this: 



25 



Such equations are known as inequalities. 
If the values x = 2 and y = 3 are given, the 
result of the left side of die equation will 
equal 13, and since 13 is less than 25. these 
values cause the equation to be true. 



MASTER PLAN 

.Suppose the value of x in the above 
inequality represents the horizontal coordi- 
nate of any pixel on the screen, and y the 
vertical (Cartesian coordinates). The equa- 
tion could be calculated using those coor- 
dinates, tested to determine if that pixel 
caused the inequality to be ti-ue or false, 
and finally, the pixel could be colored 
accordingly (one colorfortmeand another 
for false). If this were done lor e\'eiy jiixel 
on the screen, a picture representing the 
tnieness or falseness of the inequality for 
everj- pixel on the entire screen \\'ouId be 
obtained. It vi'ould sort of be a picture of the 
equation. Here's what we will do: 

1- Decide die range of Cartesian 
coordinates. 



2- Scale the screen. 

3- Scan the screen 

•i- Calculate the equation using the 
cartesian coordinates eachl^ixel 

5- Test the result for true or false. 

6- Color pixels according to result. 

Below is a program which uses the 
screen scanning metiiod to graphically 
represent the above equation. 

DEF FNx(x) - I.-JTI ( (K->::r.in)i-dx/2)/d.-'.) 
DEF FNy(y) • 195 - IKT K (y-y"in[ ^dy/2 I / 
dy) 



xrain 


= -10 


xmax 


- 10 


ymin 


- -10 


y.Tiax 


=> 10 


ox - 


l:cf.ax-xniir.) /621 


dy - 


<y:r,ax-ynir.)/lS5 



SCREEN 1, iAO, 200, 4, 2 

WIN30W 2, , (0,0)-(631,:B€), 0, 1 

FOR j=yn'.in TO yrcax+dy/2 step dy 

FOR i=xnin TC xma;-:+dK/2 STE? dx 
GOSire Calculate 
GOSUS Select. Color 
PSET IFNx ID , FNy ( jl ) 
NEXT i 
\EXT j 

WINDOW CLOSE 2 
SCREEN CLOSE 1 

ENC 

Calculate; 

Rest; It = i - i + j ' j 
ret'j.r:; 

Select. Color: 

IF Result < 25 THEN 
COLOR B 

else 

COLOR 10 
END IF 
RETURN 



Take a look at the 'Calculate' subroti- 
tine. The 'x' and 'y' of the original mathe- 
matical equation have been replaced by 'i' 
and 'j'. The i's and j's come from the screen 
.scanning pan of the program, and they 
represent the horizontal and vertical posi- 
tions of pixels on the screen (in Cartesian 
coordinates). Those are the numbers thai 
will be used lo e\'aluate the equation ever)' 
time the 'Calculate' subroutine is executed. 
The calculation is .stored in the variable 
•Re.sult'. The RHTURN .statement .sends the 
computer hack up to the screen scanning 
loop to continue with the next statement. 

The next statement in the screen 
scanning loop is die '.Select. Color subrou- 
tine. Here the value of 'Result' is compared 
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against die number 25. The IF-TMEN-ELSE 
construction is used to separate the pixels 
into rft-Q groups, these that represent solu- 
tions to the equation (true) and diose Uiat 
don't (false). Wlien 'Result' is less than 25 
(true), the computer executes the line fol- 
lowing tJie word THEN'. When ■Result' is 
not less dian 25 (false), the computer 
executes die line following the word 
'ELSE'. The command 'E.NJD IF' marks the 
end of the construction. Thus each pi.xel is 
a.ssigned a color register depending on die 
result of the previously executed 'Calcu- 
late' subroutine. 

Run the above program and see what 
happens. The equation should graph as a 
circle, but why does the graph appear in an 
oval? 

ASPECTRATIO 

The computer screen is not a perfect 
square; it is a rectangle. The aspect ratio is 
die teclmical term which describes the 
relative difference between its height and 
widdi. Get a ruler and confirm that the 
height is about seven inches and die widtli 
is ten. In the above program the height and 



width ha\"e been scaled to have equal di- 
mensions, .xmin = -10, xmax = 10, ymin = 
-10, and ymax = 10. As a result, the pattern 
is wider dian it is tall, it looks squashed. 
Change the scaling tO: 

xmin = -10 
jonax = 10 
ymin = -7 
ymax = 7 

Now run the program again. With the raUo 
correcdons the program produces a circle. 

Now, change die single line in 'Calculate' 
to: 

Result = i*i»i«i + j*j-j*j 

and the first line of 'Select.Color' to: 

ir Ses\:l- < 625 THEN 

and am it again. It is a different pattern, 
'["his is a graph of the equation: 

x' •*■ y' < 625 

The above mediod is a complete plan 
or algorithm for producing graphic images 
of mathematical equations. It is the same 
niediod that has been used in the previous 
articles to dra^' fractals. The above ex- 
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CIrcie 143 on Reader Service card. 

ample uses a simplt equation so as to not 
distract from learning the method. .Natu- 
rally the mathematics behind the .Mandel- 
brot set is a little more in\-olved and the 
lines in the 'Calculaie' and 'Select.Color' 
subroutines are correspondingly more 
complex. But the rest is the same. 

INTERLACE MODE (640 x 400 PIXELS) 

The second anicie of diis series 
mentioned that there were actually four 
coordinate systems available on the Amiga. 
Thus h: the 640 .x 200 pixel mode has been 
used, because it is die best compromise 
between graphic detail, raemoo' require- 
ment, and the time required to produce a 
fractal. However, for the fun of giving the 
Amiga a tough job, this mondi's example is 
done in both 640 .\ 200 and 640 x 400 pixel 
resolutions. It is possible to do either by 
modifj-ing only one line of the program. 
For 6-iO X 200 pixel mode: 

Vertical. Pixels = 200 

For 640 X 400 pixel inode Calso called 
interiace mode): 



(continued on page 100) 
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Files and directories on the 
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Virus JTexts (dir) 

Various text files from various piaces 
(Amicus ^24, PeopleLink, and 
elseivhere!) describing the Vinjs(es) and 
people's experiences and tlieir 
recommendations; TVSB "The Virus 
Strikes Back"; satirical text describing 
future efforts to rid the universe of the 
dreaded (silicon) viruses! Intendew with 
tlie alleged SCA virus author! 



WB_yirusCheckers (dir) 

VintsX4.0 

Runs in tlie background and checks disks 
for viruses or non-standard boot blocks 
whenever they are inserted. (Recognizes 
several viruses and non-standard boot 
blocks. Removes virus in memory.) Finds 
the new Xeno file virus. 

Sentry 

Revision of VirusXl.Ol in Lattice C. 

ViewBoot 

Highly active mouse-driven disk and 
memory virus-checker which allow.s you 
to look at die pertinent areas (useful in 
case you suspect a NEW virus!) 
VRTest3.2 



Watches memory for viruses; will alert 
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CLI _yirusCheckers (dir) 

XenoZap 

Disables the Xeno virus in infeaed files. 
Checks every file in all directories of the 
specified devices allowing the fast 
removal of the Xeno virus, 

AVirusII 

From The Software Brewery (W. 
German). Disables a virus in memory. 

Clk_Doctor3 

Corrects problems with the clock (caused 
by malignant programs, perhaps not 
really a "virus") (A500 & A2000) 

Guardianl.l 

Checks for attempts at viral infection at 
boot! Allows you to continue with a 
normal boot (if desired). Includes a small 
utility program to permanendy place the 
program on a copy of your Kickstart 
disk. 

KiUVirtts 

Removes (any?) virus from memory. 

VirusKiller 

A graphically appealing and user friendly 
program by TRISTAR. 



Boot-Block Jtitff 

SafeBoot2.2 

SafeBoot will allow the user to save 
custom boot sectors of all your 
commercial disks and sa\'e them for .such 
an emergency. If a virus somehow 
manages to trash the boot sectors of a 
commercial disk, just run SafeBooi and it 
will restore the boot sectors, diereforc 
saving your disk!! 

Virus _AlertV2.0.1 

Yet another anti-virus program with a 
twist. Once installed on your boot disk a 
message is displayed just after a warm or 
cold boot notifying the the user that the 
disk and memorj' are viixi.s-free, and 
forcing a mouse-button press before 
continuing. 

BootBackl 

Saves and restores boot-blocks. Runs 
from CU only. 

Antivirus akaAVBB 

Includes SEKA assembler source. 

XBoot 

Converts a boot-block into an executable 
file, so you may use your fa\'orite 
debugger (Wack, Dis, ...) to study it. 



The inNOCKulation disk also includes 
icons and arc files. 
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& handling 
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IT'S COLDER THfIN YOU 
THINK! 



by Robert Klimaszewskt 



As you listen to the 
weather reports on the radio 
or evening news this winter, 
you may hear the an- 
nouncer say something like, 
"the temperature outside is 
five degrees; but the tvind 
chill temperamre is a frigid 
t^-enty-four below," Have 
you ever wondered ^'here 
that second number comes 
from? (Especially when you 
actually step outside and 
realize how intensely cold it 
is when the icy wind hits 
you in the face!) This article 
will describe a simple pro- 
gram which calculates the 
vi'ind chill temperature 
based on a choice of inputs. 

Hill's Comfort Factor 
is a measure of tlie amount 
ol energy removed from a 
person's skin because of 
convection currents cau.sed 
by winds. Since tlie number 
of "calories of energy lost 
per sqtiare centimeter of 
skin surface per .second" is 
not a very convenient (or 
usefiil) measure for most 

people, something much more familiar wilt be used. Weather an- 
nouncers quote an effecti\'c temperature which is based on the 
present air teniperature and llie wind speed. This quantit)' is called 
the "wind chill temperature," 

The wind chill temperature (or wind chill factor, as it is 
frequently — and incorrectly — called) is determined from a non- 
linear correction to the air temperature. The correction depends on 
wind -speed and on the temperature of still air. Some more 
sophisticated equations also include the effeas of relative humidit>^ 
but since weather announcers rarely provide the humidity during 
the colder months of the year, the program given here is based only 
on die first tu'o factors. 

The /ImigaBASIC program, "Wind_Chiil.BAS," calculates the 
wind chill temperature, W, using the simple formula: 




^ 



W = TO - (TO - T)(a + bv"2 + cv) 

where T is die temperature of still air (as measured by a thermome- 
ter) and v is the wind speed. The reference temperature TO is 
approximately that of human skin. (Skin temperature is actually a 
little warmer than the value used for TO because the latter has been 
modified to partially account for humidirj' of the air and skin 
moisture.) The remaining three numbers (a, b, and c) are semi- 
empirical constants, and depend only on the units chosen for the 
\'ariables v, T, and VX'. 

For convenience, the .-VmigaBASIC program was written to 
calculate die v^ind chill temperature based on die user's choice of 
units for the input values. Therefore, it is necessary for the user to 
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Brrr... Two screen shots showing how the 
wind makes it fee! colder than it really is. 



indicate whether the entered temperature is in degrees Celsius CC) 
or degrees Falirenheit (F), and/or whetlier die input speed is given 
in kilometers per hour (K) or miles per hour (M). (To obviate the 
need for die user to remember unnecessary details, die program 
was designed to be independent of the use of upper or lower case 
letters.) 

For programming simplicit>', the routine uses only one set of 
constants (TO, a, b, and c). The temperature used for evaluation of 
the equation is given in Celsius, and die speed is in meters per 
second. Consequently, the inputs are converted to the necessary 
units by the program prior to any computations. 

There are diree selectable options for program execution: 1) 
output a table of wind chill temperatures for varied wind speeds 
and constant air temperature; 2) output a table of wind chill 
temperatures for varied air temperature and constant wind speed; 
and 3) output a single wind chill temperaai re for a specified air tem- 
perature and wind speed. The third option also allows for the 
selection of additional pairs of input values, if desired, before 
quitting. The program output is provided in botli metric and English 
units; the speed, when outputted, is also given in knots. 

As presently ■written, Wind-Chill sends the results of its 
computations only to the monitor. This can easily be changed by 
substituting LPRINT commands for tlie appropriate PRINT com- 
mands in the software code. (Be carefui not to change all PRINT 
commands because this will also send the input requests to the 
printer instead of the screen! Clearly, this would make the program 
somewhat inconvenient to use.) 

There are two small limitations to the program Wind-Chill. 
The value for the temperature must be in the range -31°F to +59°F; 
and die value for the wind speed is restricted to tile range of 5.6 mph 
to 55.9 mph. If a mistake is made, and a value is entered outside 
diese ranges, Wind-Chill will politely inform the user of the error, 
reminding die user of the limitations, and it will ask for a new value 
to be inpuned. 

It is important to keep in mind that the output of tliis program 
may not coincide exacdy witli the predictions of a weather 
forecaster. A forecaster has access to more detailed information 
from the National Weather Service, and may use more complex 
equations to determine the wind chill temperature. In any case, 
Wind-ChUl wUl provide a reasonable estimate of the effective 
outdoor temperature when the radio D.J. casually mentions tliat the 
wind is gusting up to 50 mph, and the home thermometer reads 



only 10°F. A simple use of the program will tell you that it's better 
to stay inside, or else at least prepare your.self for temperatures 
considerably more severis than IO°F! 

LISTING ONE 



' Program Kir.d._Chlll 

* wind Chill Temperarure Computation 

' Progra-^ copyright 1983, R A Kli.T.aszewskl 

^ released to the public domain for non-coirmercial use 

^ no fee may be charged for the distribution of this 

program 

This notice must be included with any distrib-jted copy 

of the program 

DSF FNchill [vel, temp) = tempo - (tempo - temp) '(a + b'SOR(vel) 
+ c'vel) 

DEF FNcelslus (f^hren) = five. ninths*" (fahren - 32f) 

DEF FNfahren (Celsius) = nine . fifths#*celsius + 32s 

' For above equation; temp in «C, vel in m/s 

-aS'C <- T <- +15«C; 2,5m/s <= vel <- 25n/s [9]tm/hr, 90km/ 
hr] 

tempo =33! : a = .4517 : b = .4322 ; c = -.04322 

flve.ninths# = 5#/9# : nine. fifths* = 1.8# 

vl = 3.6 : v2 = 2.237 : v3 = 1.943 

true " -1 : false = 

enter. data = true : done ■■ false 

temp.lo = -35; : temp. hi = +15! ' "C 

vel.lo = 2.5 : vol. hi = 25! * m/sec 

PRINT " Determination of Wind Chill Te-peratures" 
PRINT 

PRINT " Input/Output temperatures are *F and *C" 
PRINT " Input/Output velocities are km/hr and mi/hr" 
PRINT 

determine, vmd. chill = true 
Cycle. start: 

WHILE (determine. wind. chill) 
PRINT 

PRINT " Possible Mind Chill Temperature Calculations:" 
PRINT 

PRINT " k. Table of Hir.d Chill Temperatures vs. Velocity 
for Fixed Tejnperature" 

PRINT " 3. Table of Wind Chill Temperatures vs. 
Temperature for Fixed Velocity" 

PRINT " C, Wind Chill Temperature for Specific Input 
Temperature and Velocity" 
PRINT " Q. Quit" 
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PRINT 


END IF 


INPUT "SELECT INPUT FORMAT (A/B/C/3) ; ", fonnatS 


IF (UCASES (formats) = "C") THEN 


PRINT 


calculate = enter. data 


IF (UCASESt formats) = "A") THEN 


WHILE (calculate) 


calculate - enter. data 


need. speed =• true : need.texp = true 


WHILE (calculace) 


WHILE (need.te-to) 


INPUT "ENTER TEra-ERATUBE and -SMP SCALE (T, [CJ elslus/ 


INPUT "EKIES TEMPERATURE and TEMP SCALE (T, tC]elsius/ 


[FlahrenheitI : ", temp, t.typeS 


[Flahrenheit) : ", temp, t. types 


IF (UCASES (c.typeSJ = "F") THEN 


;F (UCASES (t.typeS) = "F") THEN 


ceir.p. f = temp 


temp, f = temp 


temp.c = FKcelsius (temp) 


temp.c = zNcelsius (temp) 


ELSE 


ELSE 


temp.c = temp 


temp.c = temp 


Cemp.f " FNfahren (temp) 


temp.f - FNfahren (temp) 


END IF 


END ir 


IF ((temp.c < temp.lo) OR (temp.c > temp. hi)) THEN 


IF ((temp.c < temp.lo) OR (temp.c > temp. hi)! THEN 


PRINT "The valid temperature range is -35*C <- T <= 


PRINT "The valid temperature range is -35*C <= T <= 


+15*C" 


+15*C" 


PRINT " or -31*F <= T <= 59«F. Try again!" 


PRINT " or -31*F <= T <■= 5S'F. Try again!" 


PRINT 


PRINT 


calculate - enter. data 


need. temp = true 


ELSE 


ELSE 


PRINT 


need. temp = false 


PRINT 


END IF 


PRINT 


WEND 


PRINT " Wind Chill Factor Table for "; temp.c; 


WHILE (need. speed) 


"•C {"; temp.f; "-F )" 


INPUT "ENTER WIND SPEED and SPEED SCALE (V, [Kim per 


PRINT 


hr/[M]i per hr) : ", speed, s.typeS 


PRINT " WIND SPEED WIND CHILL 


IF (UCASES (S.typeS) - "K"l THEN 


TEKPERATUBE" 


vel,)an = speed 


PRINT " (km/hr) (ml/hr) (kncts) *C 


vel.m = speed/vl 


*F" 


vel.mi - vel.ni^v2 


FOR vel.m = vel.lo TO vel.hi STEP 1.388838369* 


ELSE 


chill, c = FNchill (vel.m, temp.c! 


vel.mi = speed 


PRINT USING -t##»#l#. »»#",- vl'vel.m, v2'vel.n, 


vel.m = speed/v2 


v3*vel.m, chill. c, FNfahren (chill. c) 


vel.ka = vel.m*vl 


NEXT vel.m 


END IF 


calculate '^ done 


IF ({vel.m < vel.lo) OR (vel.m > vel.hi)) THEN 


END IF 


PRINT "The valid wind speed range is 9km/hr <= V <- 


WEND 


90km/hr" 


END IF 


PRINT " or 5.6mi/hr <= V <= 5S.9mi/hr. Try again!" 


IF (UCASES (formats) - "B") THEN 


PRINT 


calculate = enter. data 


need. speed - true 


WHILE (calculate) 


ELSE 


INPUT "ENTER WIND SPEED and SPSED SCALE (V, [Kim per hr/ 


need. speed = false 


[M]l per hr) : ", speed, s. types 


END IF 


IF (UCASES (s.typeS) = "K") THEN 


WEND 


vel.lcm =» speed 


chill. c = FNchill (vel.m, temp.c) 


vel.m " speed/vl 


PRINT 


vel.mi - vel.m*v2 


PRINT 


ELSE 


PRINT 


vel.mi - speed 


PRINT " Kind Chill Factor for "; temp.c; "'C ( "; 


vel.m = speed/ v2 


temp.f; "'F )" 


vel.lan *■ vel.m^vl 


PRINT " and "; vel . k.11; "k.'n/hr ("; vel.mi; "mi/hr 


END IF 


)" 


IF ((vel.m < vel.lo) OR (vel.m > vel.hi)) THEN 


PRINT 


PRINT "The valid wind speed range is 9krr./hr <= v <- 


PRINT " KIND CHILL TEMPERATURE •"; 


90)m/hr" 


PRINT USING "#?##.«#"; chill. c; 


PRINT " or 5,6mi/h!: <= V <= 55.9mi/hr. Try again!" 


PRIST " *C {"; 


PRINT 


PRINT USING "r==^.=="; FNfahren (chill. c) ; 


calculate « enter. data 


PRINT "*F )" 


ELSE 


INPUT "Do you wish to enter a new temperature and wind 


PRINT 


speed"; testS 


PRINT 


IF (UCASES (tests) - "Y") THEN calculate = enter. data 


PRINT 


ELSE calculate = done 


PRINT " Wind Chill Factor Table for "; vel.km; "km/hr 


WEND 


( "; vel.mi; "ml/hr )" 


END IF 


PRINT 


IF (UCASES (formats) = "0"> THEN 


PRINT " ACTUAL TE>:PEPATURE WIND C.tILL 


determine. wind. chill = false 


TEMPERATURE" 


ELSE 


PRINT " *C -r "C «F" 


PRINT "Strike any key to continue." 


FOR temp = temp.lo TO tem,p.hi STEP 5! 


WHILE (INKERS = "") 


chill. c - FNchill (vel.m, temp) 


WEND 


PRINT USING "t#?#i#i##.t="; te-p, FKfahren (temp) , 


END IF 


chill. e, FNfahren(ehill.c) 


KEND 


NEXT temp 


Exit.pt: 


calculate " done 


END 


END IF 




KEND 


•AC' 
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Figure 1: 

Tfiinker lets 

you open 

multiple 
windous on 
the same or 

different 
documents. 



Figure 2; The 

Workbench 

Calculeilor 

wittdotv was 

opened using 

the bracketed 

link in the 

Thinker 
document. 
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Figure 3-' Hy 

setting the 
"dipping level" 

to 2, several 

sublet els of the 

document are 

concealed from 

direct view, 

enabling you to 

scan quickly 

through a 

project 



by Robert Klimaszewski 
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. Ithoiigh Thinker can be described in simplest 
rerms as an outline processor (OP), it is far more sophis- 
ticated than that. In fact, the program, which is die first 
;^niga program based on "hypertext," is mtich more 
flexible than any other OV, including some word proc- 
essors (\VP). The author of Thinker refers to the pro- 
gram as an Idea Processor, and diat is a ver\- apt descrip- 
tion. 

The manual, tutorial "example," and other 
samples on the program disk display only a hint of the 
potential of Thinker. The program is remarkably useful; 
it can be used to create outlines, texaial descriptions, in- 
.struciion manuals, dictionaries, phone directories, proj- 
ect schedules, computer programs, etc. In addition, it is 
ideally .suited for creation of on-line presentations since 
it is possible to incorporate both sound and graphics 
into the body of the text via "links" to other files. Con- 
sequently, 'I'hinker can be used to create multi-media 
presentations and "documents." 

Two additional fealtires cif Thinkei- are ca]>abili- 
ties tliat ai'e normally associated with a \V1', rather than 
an OP, but .sen'e to enhance the value of thi.s unique 
program. To supplement its ba.sic outlining capabilities, 
Thinker includes a spelling le.xicon and an indexer. ^kid 
anodier highly unusual feature is its ability to execute 
external programs. 

HYPERTEXT 

Hypertext has received great publicity lately due 
to a highly successftil implementation on the Apple 
.Vkicintosh. called I-h'perCard. Consequently, jirior to 
re\-icwing the actual program, a brief discussion of the 
liypertext system and its early history seems to be in 
order. 

The basic concepts of hypertext are deri\-cd from 
the ideas of ^'annevar Bush, President Trankiin Roose-\-- 
elt's science adv'isor, for an on-line data reference sys- 
tem using microhche and photocells. Mis dreams \\-ere 
ne\-er realized, but they served as die foundation for die 
re.search of Douglas Engelbart and Ted Xelson. some 
twenty years later. 

Engelbart developed the system called Augment 
which is an on-line work environment used for memos, 
notes, communication, and project design. Augment 
was designed to be a hierarchal system which permits 
nonhierarchal branching. --Vnd to make die .svstem fast 
and easy to use, Engelbart invented a cle%'er new 
computer input device called the mou.se. (Thanks, 
Doug.) 
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Nelson, on the other hand, created Xanadu which is 
an ever-expanding system for publishing, text storage and 
text retrieval. The term "hypertext" was coined by Nelson 
to describe the nonhierarchal text generated by Xanadu. 
But his program was intended to serve as an electronic link 
to many other forms of media as well (e.g., artwork and 
movies). In essence, Xanadu was designed to be a higlily 
sophisticated database management system (DBMS), but 
one that differs significantly from die DBMS's that are 
popular today. 

As a DBMS, hypertext connects various pieces of 
data by the use of "links." ConsequenUy, tlie structure of 
hypertext as a DBMS is unique. The organization of data 
is basically hierarchal, like an outline, rather tlian repeti- 
tious as in a conventional DBMS. 

In a normal outline there are primary topics, and 
there are subtopics that are subordinate to those primary 
topics. The connection between the levels is established 
by tlie use of alphabetic and numeric labels for each topic. 
Skimming through only the primary topics gives a brief 
overview of die document subject. For more detail a 
person would read to lower levels; the most specific 
information would be provided at the lowest level of the 
oudine. There are occasions, however, when a single 
sublevel might reasonably belong to several higher levels; 
in such situations, a nordiierarchal connection method, 
such as a tree structure, might be more efficient than an 
"oudine structure." 

Witli hypertext, the connections between levels and 
sublevels can be quite nonlinear. (Levels and sublevels are 
sometimes refered to as "nodes" in discussions of hy- 
pertext.) The advantages of such a system can be consid- 
erable, as one piece of information can be accessed l^y 
many different subjects. By use of tlie hypertext links, a 
user can easily circumvent the obvious external ordering 
of a document to satisfy' his own needs. (This nonlinear 
access to a subleve! is sometiiing that is required often as 
many different kinds of texts or manuals are read. How 
many times have you read a document that said sometiiing 
like, "See section X below?") The capability of hypertext to 
use links yields a very efficient data storage stmcture in 
which the links become tlie fundamental building blocks. 
The situation can be considered as analogous to a program 
built up from several orders of subroutines. (A forth 
program is probably the closest program stRicture). 

In hypertext, different sections of a document are 
seperated using "labels". The form of a label depends on 
the particular hypertext implementation, but usually it is a 
textual string, rather than an alphabetic or numeric char- 
acter as in a typical oudine. The level can then be acce.ssed 
from anywhere in the hypertext document where the label 
appears embedded in the text, not merely from the imme- 
diately preceeding higher level. With Hypertext, the con- 
nection to the stated reference is immediate by linking di- 
recdy to tlie label. After die appropriate material has been 
read, a simple "return" brings die reader back to the 
original topic, either directly or by back-tracking. 

PROGRAM USAGE 

Tliinker creates a "project" which consists of numer- 
ous "statements" arranged in a hierarchy, with links to 
move around. As pointed out eadier, those links may be 



to points within the same project or to some other external 
file or executable program. 

A "statement", as defined in Tliinker, is the equivalent 
of a level in an oudine. However, a statement, which starts 
with a label , may consist of numerou s sentences , thus being 
more like a paragraph in a document. Therefore, a consid- 
erable amount of information can be presented at each 
level of die document. Many statements will also include 
sublevels diat define the hierarchal ordering of ideas and 
provide a greater degree of detail A statement and all state- 
ments that are subordinate to it form a complete branch. 

The statement label (located at die beginning of a 
statement and enclosed in parentheses, "( )") is a textual 
string, consisting of alphanumeric and special characters. 
Hopefully, the string label will be logically selected to 
provide a general indication of the contents of the pardcu- 
lar level. These labels are the anchors to which Thinker 
links as movement occurs through the Thinker project, 
"jumping" from one level to anoUier. 

Any word (or group of words enclosed in angle 
brackets, "<>") in a statement is a potential link to another 
statement. If that word (or group of words) is also the label 
to a statement, then the word is a real link. In fact, the link 
can be text into another file, sound, graphics, to executable 
programs (including "Workbench" utilides, such as 
Notepad) in the same or a different drawer, or even on a 
separate disk. 

Thinker also allows tlie use of several labels, sepa- 
rated by commas on one line, to mark a statement. This in- 
creases system flexibility and provides a project autlior with 
some added freedom when creating the links to various 
sublevels. Defining the name of the link for a target 
audience is made much easier. Conse- 
quendy, the users of a particular project 
can move about the document more 
easily because variants on a phrase may 
yield the same link (e.g., graphic, graph- 
ics, picture). 

The ability to move between differ- 
ent projects via the link system is also very 
useful and powerful. It is a convenient 
means of joining different types of proj- 
ects together. 

The most obvious type of interfile 
link is to another text file. Thinker even 
provides a clever browsing mechanism 
called "See-Thru" which allows one to 
direcdy view the contents of another proj- 
ect as part of the current database. 
Changes can be made to affect one or 
both files simultaneously. 

As pointed out in the introduction, 
projects created for on-Ene use with 
Thinker can make use of various media. 
This feature is also handled via interfile 
links; and it is certainly the most powerfiil 
aspect of tlie system. Clearly, the use of Thinker as a 
"hypermedia" database system is where this program has 
its greatest potential. In this regard. Thinker is far superior 
to a conventional database manager program, even though 
its lack of a built-in programming language (such as SQL or 
those used by other reladonal database managers) makes 



Clearly, the use of 

Thinker as a 

"hypermedia " 

database system is 

where this program 

has its greatest 
potential. In this 
regard, Thinker is 
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conventional 

database manager 

program... 
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it less powerful for some applications than 
a program like Superbase Professional. But 
dien it wasn't really designed to compete 
with programs like that! 

Graphics are linked as easily as text. 
The bracketed link provides tlie picture 
location (disk and drawer) and file name. 
Clicking on the link then displays the 
picture in its own ■window. A click or any 
keystroke returns the calling window'. This 
is a feature diat could be %'ery valuable for 
the creation of an interactive, on-line 
manual or document. Both IFF and I-IAM 
modes are supported. 

Sound files can be executed with the 
ease of pulling up a picture. The files can 
be stored using any of several Amiga for- 
mats. This feature could be useful for 
designing a storv'-board presentation, es- 
pecially in conjunction with graphics. 



menu items are also accessible via text 
gadgets, which are displayed in the upper 
left corner of the screen. Howe\-er, not all 
of the Command submenu items can be 
accessed via the gadgets: only the most 
important ones are provided. A con\'en- 
ient, special gadget appears directly under 
the cursor when die mouse menu button is 
double-clicked, no matter where the 
mouse is positioned on the screen. This 
provides the user with a good extra that 
reduces the motion of the mouse all over 
the desktop, and reminds me of a similar 
feature on very expensive engineering 
workstations. 

The program also makes extensive 
use of Requesters for input of data. The 
Requesters are used for verification of sev- 
eral different actions, such as when a 
branch is to be moved or deleted. The only 
annoying requester is the Requester that 







Table 1 






Evaluation of Ttiinker 




Criteria 






Score * 


Weight 


Documentation 






4.5 


80 


Instailotion 






5.5 


60 


Copy Protection 






5.0 


50 


Ease of Learning 






4.5 


80 


Use of Amiga Features 




5.5 


80 


Ease of Use 






5.5 


90 


Performance 






5.5 


100 


Versatility 






5.5 


90 


Error Handling 






5.0 


80 


Company Support 






5.5 


80 


Overall 






5.2 




•Notes: min; = Extremely poor. 


max: 6 = 


Exceptional 



• C/5/A C TWE PROGRAM • 

USE OF THE INTUITION INTERFA CE 

Thinker was designed as a mouse- 
oriented program. As such, it utili2es all 
features of the mouse interface effecti\'ely. 
All program functions are accessable v\z 
mouse selection from the menu; and the 
menu titles and items are generally obvious 
in purpose. In addition, the Command 



pops up whenever jumping to a new link 
in the file, but it can be turned off option- 
ally. 

One of die nicest features of Thinker 
is the ability- to open multiple windows on 
a project being created or examined. Since 
it is ver\' common to jump nonsequentially 
through a doctiment when using hypertext, 
it is quite convenient to open a ne's\' win- 
dow, keeping the primary- text visible while 



examining the side reference. If it is n(.-cr.i- 
.sary to view another document briefly, this 
too, can be done using another window 
witliout affecting the main project. Up to 
eight windows can be opened at a time, so 
(in principal) eight different Thinker proj- 
ects can be modified simultaneously 
(GOOD LUCK!). 

The program was also designed for 
multitasking, but because I have a plain 
vanilla 51 2K A 1000, 1 was only ai>le to open 
tools that did not require much memoiy. To 
the limited extent that I utilized the feature 
there were no problems in this area. 

In addition, Thinker provides a 
mechanism to internally link to an execut- 
able program, instead of tltroughthe multi- 
tasking features of Intuition. The same 
method tliat allows linkage to an external 
picaire file also gives a user the abiUts' to 
execute an external application program, 
such as die Workbench calculator or e\'en 
a spreadsheet program. Of course, in order 
to accomplish thLs feat, there must be an 
adequate amount of menior\' on the Amiga 
tiiat is running Thinker. Tliinker simply 
won't allow another application to open, if 
there is not enough memory. 

The Amiga Clipboard is also hilly 
supported. The Clipboard is used for all 
system editing. This can be particularly 
handy wlien mo\1ng information from oiie 
Thinker project to another. Simply ojjen 
both files in scj^arate window's and use tlie 
Edit functions described below to move a 
sentence, a statement, or even a complete 
branch from one file to the other \'ia die 
Clipboard. 

OPENING A PROJECT 

A document is opened in one of 
several ways: (1) by using liie Create New 
menu item to start a brand ne%s' project. (2) 
by selecting the Open Project menu item, 
v\'hicli brings up a Deluxe Paint-st>'le file 
requester. (3) by linking to an existing proj- 
ect, or (4) by imponing an ASCII document 
prepared by some odier application, such 
as a text editor or spreadsheet. (Linking to 
an existing project is an unusual wa)' to 
open a file, but it is consistent widi the 
normal program operation). Xew text is 
entered simply by typing at the line cursor. 

MOVING THROUGH A PROJECT 

Traversing a Thinker project is not 
quite as simple as moving through a word 
processing document. That is, of course, 
the consequence of ci'eating a hierarchal 
text ^'ilh nonhierarchal jumping. T{5 sim- 
plify matters, the author of Thinker has 
provided se\'eral mechanisms to mo\-e 
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through a file. The I'irsi lechnique is llic 
most obvious antl old-fas hioiied: use ihc 
cursor keys. The page will scroll forivaid 
and backward one line at a time as ilie edge 
is passed, so this method is the most pre- 
cise, but it is also the slowest method for 
moving tlirough large portions of the file at 
a time. 

The technique of scrolling is familiar 
to anyone who has used even the least ex- 
pensive Amiga WP. l-lowever, Tliinker is a 
little bit different, because the "up" arrow 
gadget on the right edge of the disjilay is 
designed for more rapid motion ilirough a 
project; one statement back at a time. The 
"down" arrow gadget moves the text more 
conventionally: one line forward at a time. 
And there is no \'erticat scroll bar foi- rapid 
motion through the file. 

The most flexible means of moving 
through a project is by use of the Jump 
command. Moving hierurchally from state- 
ment to statement or between levels is 
easy. Predefined moves from the Jutnp 
submenu are used (e.g.. Jump Preceding), 
or a large-scale nonhierarchal jump using 
the "Jump Link" command, (In a conven- 
tional outline program, it may be quite a 
chore to locate the appropriate sublevel, 
even if a search routine is available to sim- 
plify the process.) There is only one uscllii 
option that I feel is missing: Jump End. 
(...the opposite of Jump Origin). So as a 
simple trick, sinijjly create the label 
"<theEnd>", and place it at the end of the 
file. 

Unfortunately, the ability to jump so 
freely around a project can be a sotsrce of 
problems if tlie user is not careful. U is easy 
to get far afield from the original to]>ic by 
hopping around to follow a tliread of 
thought; w^ithout caution, it is possible to 
lose track of the initial origin. 'i"his problem 
is not unique to Thinker; it is die most 
serious plague of all hypertext .systems. 
Fortunately, Thinker provides a jump table 
to assist the user in returning either step- 
wise or via shortcuts to his point of origin. 
I also found that judicious use of new win- 
dows for the temporaryjump made return- 
ing to the origin very simple — just close 
die new window when done. 

When used for die creation of out- 
lines, Tliinker has t\\'o specialized features 
tliat are refered to as "filters" in general hy- 
pertext jargon. These niters control what is 
visible on die screen at any given time. The 
two filters are for the clipping level and for 
the line count. 

The clipping level is used to control 
the number of .sublevels that are visible at 
any given time. A clipping level of one, for 



example, would show only tlie Iiigiie-si 
levels (the major headings) in the docu- 
ment; all sublevels would be hidden from 
immediate viewing. For a clipping level of 
two, die next le\'el down is also visible, and 
so on. The clipjiing level can be set either 
via the "Clip" item of the Options menu or 
by use of tlie "+" and "-" gadgets at die top 
of the window. 

When a level contains hidden sublev- 
els becau.se of the clip .selling, a "+"' is 
displayed before the lalxrl. Clicking on the 
"+" opens up die next sublevel down for 
that particular topic. The plus gadget is 
then replaced with a minus gadget in front 
of tlie Ialx;l. Selecting the "-" results in die 
opposite action: die lower subtevel(s) are 
filtered from view. 

Another con\'enient feature for out- 
line processing is the ability to set the line 
count. This niter allows the u.ser io selec- 
tively display 1, 2, 5 or all of the lines (not 
sentences) within a state mcni or level. This 
is a great advantage when skimming 
quickly dirough a document to determine 
its basic contenLs. However, I'eading half a 
sentence (or less) can sometimes be a litde 
bit crj'ptic! I found that .selecting tcvo 
statement lines is usually the best way to 
get a quick o\'er\dew of a document. Of 
course, different writing style might be 
more terse than mine, and one line coukl 
be perfectly adequate! 

EDITING A PROJECI 

There are two ways to edit a Thinker 
project. The first is conventional: normal 
editing functions (cut, paste, etc.) are avail- 
able for modifying or ccjri'ecting the text 
witliin a statement as required. Text that is 
to be cut or copied is placed into die 
Clipboard and can dien be pasted into a 
different p:irt of the statement, or it can be 
pasted into any other project statement, hi 
addition, Insert, Delete, Copy, and Move 
editing fimctions are provided to manipu- 
late entire levels and sublevels. Statements, 
groups (se\'eral statements at the .same 
level), and branches can be created, shifted 
around, duplicated, and deleted with con- 
siderable ease. When trying to organize 
dioughis, diis feature is invaluable. For 
example, wliile writing this review, I de- 
cided upon a major revision of the ordering 
for several subtopics. It was decidely 
simple to move the complete branches to 
their naw locations — this included a 
change in level. The program handled die 
changes easily. (The only thing that I lost 
while writing this review was my sanity, 
becau.se my babydaughterrepeatedly tried 
to remove a microfloppy from the diskdrive 
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with a pencil, whene\'cr I pau.sed to answer 
tlie phone.) 

No corrections are actualh' Mp])licd to 
the project until die item "Apply Modifica- 
tions" in the "i'roject" menu is selected, 
Portunately, this is one function that can be 
selected from the keyboaid. using the 
obvious key combination: Amiga-U (Up- 
date). There is also a nice reminder that data 
exists in the computer memory. An asterisk 
in the program title bar.ser^'cs as an annun- 
ciator to indicate that data shoukl be saved. 
If die project is closed by selecting the 
Close gadget in the upper left comer, 
everything is lost. On die otlicr hand, if 
Close Project menu item is .selected, the 
program politely v\-anis that modifications 
have been made but not saved. And then a 
choice is gi\'en to save the modifications, 

The spelling checker is a uselul aid to 
editing. A small dictionaiy (33.000 words) 
is provided with Thinker. It can lie enlarged 
to include a specialized vocabular>'. Or if 
preferable, the supplied dicdonaiy can be 
replaced entiivly. 

PROJECT UPDA TES 

One of the great problems in Uj^jat- 
ing a program or a docxinieni is maintaining 
records of die changes or the dates when 
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those changes were made. This very critical 
problem, known as "configuration man- 
agement," can be quite difficult when sev- 
eral versions of the same program have 
been distributed. Thinker pro\'ides a very 
neat solution to this problem for projects 
developed using the program. All changes 
to the project are time-stamped, and if 
desired, the time-stamp for each statement 
can be viewed by selecting the proper item 
from tlie Options menu. 

ERROR MONITORING 

Thinker has a clever alternative to the 
usual Amiga requester concerning an error 
condition in the program. Instead of using 
a requester which must be acknowledged 
by the user, a window to tlie right of the text 
gadgets displays an error message. The 
window provided adequate information 
for nearly all the problems encountered 
while using the program (and diere weren't 
very many, at that) to prepare this review. 
Normally the window is blank, but when 
an error condition occurs, such as a link 
that cannot be completed, the window 
changes to a di-fTerent combination of col- 
ors while displaying the message. My only 
objection to the scheme was that some of 
tlie messages were displayed only briefly, 
and then vanished before tliey could be ac- 
knowledged by a keystroke or mouse click. 

EXTRA FEATURES 

There are some extra features of 
Thinker that exemplify the author's con- 
cern for the user 
interface. One of 
ThepOlVer of the screen gadg- 

—, . , ,, ets, for example. 

Thinker, as well as . , , , 

' IS a system clock. 

its versatility, make Having the time 

it a very valuable always visible is a 

^ I /-.; nice conven- 

and useful . , . j. . 

-^ lence. In addition, 

progra m . . And one menu, called 

never once did the Memory, shows 
the available RAM 
left at any instant. 

Upon my serenity since Thinker can 
ivith his anti' utilize a consider- 

kbarmic, crimson ^^'^ ^^'^^""^ °f 

_ memory for a 

meditation i.,ygg project, it is 

messages. a great advantage 

to know how 
much RAM is still 
available for updates or edits to a file. And 
last, the Update Icon menu item allows 
selection of the Options saved as part of the 
project icon. Consequently, when the proj- 
ect is loaded again, whether for editing or 



Guru intrude 



viewing, features such as the clipping level 

or read cache setting are automatically re- 
instated in place of the program defaults. 
And since that data is saved as part of die 
icon, it can also be altered in the Info 
screen, if desired, at some otlier time. 

The indexing feature is also a ver>' 
useful capability. Alist of all tlie labels used 
in the document can be generated quite 
simply. This is handy for creating an index 
to browse tlirough tlie document or for 
creating a glossary. 

THEMANUAL 

The Thinker manual is a brief docu- 
ment. It is small (5-1/2" x 8-1/2", 58 pages, 
comb-bound), but adequately describes 
the operation of tlie system and tlie pro- 
gram functions. Every menu item is de- 
scribed individually. However, it would 
have been helpfiil to have either a table of 
the Amiga key shortcuts (for the functions 
that have one), or an indication of the key- 
board shortcuts t\-idi the individual func- 
tions. 

And the Table of Contents does not 
provide sufficient information to locate a 
specific function. An index should have 
been included in the manual to provide 
such data. Foraiiiately, because die manual 
is so brief , it is not very difficult to locate the 
information within a few minutes of search- 
ing, although it is annoying. 



GENERAL COMMENTS 

While I discovered several problems 
in the program which will be discussed 
below, only one of them is related to a de- 
ficiency in the perfomiance of die program. 
The other comments concern minor "de- 
fects" that affect the ease of use of the pro- 
gram, and reflect a personal bias which 
may not be shared by odier users. None of 
those otlier problems had any significant 
bearing on my final rating of Thinker. 

DISPLAY CONTROL 

As I began to experiment with 
Thinker, I discovered tliat typing beyond 
tlie end of a screen didn't cause a scroll 
forward, even tliough 1 was still typing the 
same "statement". Anything that had been 
typed beyond tiie end of die screen was 
banished to the Twiliglit Zone. It was 
necessary to implement a "Jump" down to 
complete the statement. 

Another disadvantage was the inabil- 
ity to move the cursor to the right or left by 
a full word at a time. Many WPs use tlie shift 
key in conjunction with the right and left 
arrows to accomplish this. It is obviously 



not a required feature, but it would cer- 
tainly be a desirable convenience. 

In the same vein, the "TAB' key 
doesn't work. If for any reason a tab or 
indention was needed, then the .spacebar 
must be used to accomplish the task. In an 
outline processor this is not a serious 
problem, but I happen to use the T,\B key 
often, even when creating an oudine. 

I also found the lack of control over 
die typeface to be annoying. Even in an 
outline there are reasons to use Boldface, 
Italic and Underlined t^'pefaces. 

[Note: the program does not support 
tlie use of multiple Amiga fonts. However, 
I don't consider that to be a disadvantage. 
If you need to get diat fancy, dien you 
should be using somediing designed for 
creating a flashy output; cleariy not what 
Thinker was created for. You can, of 
course, use this program to v\Tite the 
"rough" draft, and then "Export" tlie docu- 
ment to an ASCII text file, which in turn 
could be modified using some \XT or print 
formatter.! 

FUNCTION CONTROL 

A new user of the program might be 
surprised by how few of die menu items are 
selectable from tlie keyboard. Wliile there 
are a few places that I would prefer to have 
complete keyboard control, using either 
function keys or an <Aniiga> key combina- 
tion, most of the functions require follow 
up with a mouse action of some kind, so 
little would be gained by use of a keyboard 
shortcut. 

I have one small complaint about the 
use of die Delete gadget. The "Confirm" 
requester would be much better if die 
branch or group to be deleted -^s'as high- 
lighted by reverse type. 

There is one final problem diat was 
encountered in the function control area. 
When 1 first tried die spell checker, it 
worked much like expected for such a 
small lexicon; the consequences of using 
the spell checker, however, were not at all 
what I expected from a program that had 
otherwise proven itself to be a truly supe- 
rior product. It became the Case of the Van- 
ishing Menus! 

After using the checker, the Free 
menu item was selected to release die extra 
memor>' that was used by the function. 
Subsequently, I discovered a couple of 
problems, it became impossible to open 
any new windows even though that option 
was still provided in the "Jump" requester. 
And second, several of the menu and 
submenu lists vanished. The latter problem 
seemed especially weird since it was .still 
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possible to select the in-\'isible menu items! 
When I contacted tlie program author to 
consult with him on the problem, he was 
quite surprised but decided that the prob- 
lem was caused by the limited memory of 
my 51 2K system. Consequently, the only 
real problem dial I found in the program 
reflects a serious limitation in use of tlie 
spell checker. Use of the spell checker on 
an Amiga with only 512K memorv- will 
result in peculiar behavior by the system. 

DATA ENTRY 

I have a habit of trying out any new 
program on my Amiga before I read the 
instructions. I consider that to be a partial 
test of the successful implementation of a 
good user interface. With Thinker, tliis 
turned out to be a serious mistake on my 
part. 

After I followed the directions in ihe 
tutorial example for awhile, I decided to 
e.\periment on my own. The first diing I 
tried was a simple entr^' of a new level into 
tlie existing file. It didn't take long to 
discover diat the program performed un- 
buffered writes to the disk after each LINE 
or CHyMUCTER! I had finished a ten-line 
"Statement" before the program had fin- 
ished typing the first 1 ine! It was at that point 
that I decided to put away die program, 
until I had a chance to read the entire 
manual. 

After reading the manual, I learned 
that the reason the problem occurs is be- 
cause Thinker is a disk-oriented program. 
This implies that all data is kept on disk 
until needed. Since Thinker was designed 
to work on huge data files, keeping the data 
on disk is necessary to conserve computer 
memon'. Only a small portion of the project 
is brought into the compurer's memorj' at a 
time. 

hT the "Options" menu there is an 
item called "Read Cache On." This must be 
selected to avoid die serious typing lag. The 
computer's memory is used to buffer all 
keystrokes instead of writing each one di- 
rectly to disk; disk accesses are thus re- 
quired only infrequently. (The manual 
recommends the use of a disk accelerator 
program such as FACC-II. if possible, but 
die Read Cache option is available to those 
who don't own such a program). 

There Is an unusual way to undo errors 
in Thinker, but it is one which must be 
exercised witli care. The "Discard Modifi- 
cations" menu item is the only method for 
undoing a serious blunder. Unfortunately, 
it discards ALL modifications made since 
the last "Apply Modifications." So get in the 
habit of saving the project changes fre- 



quently, or there won't be a means of 
correcting minor mistakes. (It can be a hard 
liabit to develop. I've been c^'ping for the 
last ninety minutes without saving any 
changes, so 1 guess this a good time for me 
to take my own advice. Forti.inately, I never 
make any big mistakes.. . Oops!! Was that a 
power glitch?) 

PRINTING A THINKER DOCCMENT 

The discu.ssion of the I'l'inl menu 
item in ilie manual points out that it is 
possible to print out die entire project or 
only a branch. However, there is litde infor- 
mation concerning print formatting medi- 
ods. Thinker uses the printer port directly, 
rather than die Preference printer dri\'ers 
becau.se die program author felt that most 
people would use a project created with 
Thinker as the input to a conventional WT 
or as an interacti\-e, on-line document, 
.although all keyboard keys can be directly 
entered into the te.xt (including the <ESC> 
and <CR> ke\' codes, as well as all the 
<ALT>-character sequences used for spe- 
cial and foreign characters), the Amiga 
PRT: pon filters out many, if not all, of die 
escape sequences sent to it. This may 
negate attempts by the user to obtain 
printer control. My printer, for example, 
won't receive most of die printer control 
commands sent to it direcdy tlu-ough the 
PRT: port. I can't even control page breaks! 

FILE BACKUP 

For a program as sophisdcated as this 
one is, it seems strange that there is no 
provision for automatic generation of a 
backup file. The documentation advises 
the user of Thinker to make a copy of his 
project prior to modif>-ing it with Thinker. 
Other application programs handle tliis 
feature automatically, and the author indi- 
cates diat this feature may be included in a 
future version in the Opdons menu, so ilie 
user could decide if a backup should be 
automatically generated or not. Giving die 
choice to the user might be the best ap- 
proach, since some Thinker applicauons 
might be extremely large, and roudne 
backup generation might result in a filled 
disk. 

CONCLUSION 

Thinker is a solid program. It's flexi- 
bility far exceeds any other program that 
I've used on any computer. It has been 
designed to accommodate many of the 
possible needs of a user. After using the 
program for many hours, I have few com- 
plaints about the implementation of any 
function. The power of Thinker, as well as 
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its versatility', make it a ver^' valuable and 
useful program. This is one program that I 
will use often. For S80.00, it is a real steal! 
And remarkably, the Guru NEVER intruded 
upon my serenity with his anti-kharmic, 
crimson meditaUon messages. 

A numerical summary of my evalu- 
ation of this program is given in Table 1 . 

•AC- 
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flmiga Circuits 

Hardware Access To Your Amiga 



by John lovine 

In the last few installments we 
learned to control the output and read the 
input of the Amiga pjirallel port. One 
limitation has been tlie minute amounts of 
current available to us from the port, just 
barely enough current to drive some of the 
miniature LED's. This month we will use 
those signal voltages at the port to control 
larger amounts of electrical power. 

REAL WORLD ENVIRONMENT 

The real \\'orld environnient is where 
we live. Most computers do not impact in 
the real world. By impact, I mean they don't 
control anything beyond their own 
circuitry. The simple interfaces we will 
construct in this article will allow the 
computer to control various electrical 
devices in die real world. 

By using tlie +5 volt TTL (Transistor- 
Transistor Logic) from any PB line on the 
parallel port, tlie computer will be able to 
control power flow (turning electrical 
power on or off ) to various circuits or 
appliances. The circuits described can 
control either standard 115V AC 
(alternating current) electricity from your 
home or DC (direct current) electricity'. 
Naturally, by controlling the electric 
current to a device, you are controlling tlie 
device. 

INDUCTIVE AND RESISTIVE LOADS 

.Any device we are powering or 
controlling is called a load. \Vhate\'er tlie 
electrical device is it will fall into one of two 
maiji electrical categories, inductive or 
resistive loads. 

It is pretty easy to distinguish an 
inductive load from a resistive load. An 
inductive device has coils or electrical wire 
windings in it as do motors, transformers, 
relays and solenoids. A resistive device has 
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no coils or windings (as in incandescent 
lights, coffee makers, toasters, heaters). 

The distinction between loads is 
important because, when electric power is 
cut off to an inductive device, an electric 
pulse ( called a transient) is generated. TWs 
electric pulse should be absorbed by a 
simple capacitor-diode combination in die 
circuit. Failure to do so may damage our 
circuit or computer. Fortunately, adding a 
capacitor-diode combination is ver^' easy 
to do. 

DCLOADS 

Look at Figure One. This is a basic DC 
control circuit diat uses a bi-polar transistor 
as a switcli. This circuit is very useful. It can 
be used almost anywhere in a circuit that a 
switch can be used. As an example, using 
four of tliese transistor switches connected 
to four consecutive PB lines would allow 
you to control a stepper motor. Stepper 
motors are useful in robotics, positioning 
devices, printers, and disk drives. 

Otir drawing shows an PNP (positive, 
negative, positive) transistor. The base of 
die U-ansistor is connected to tlie PB line. 
The base is also the "N" in PNP. When tlie 
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base of an PNP transistor is at volts 
(ground), current will flow dirough it. 
When we apply a binary ■'!" to the base 
(+5V), no current will flow, ('fhe electiical 
polarity for the NPN (negative, 
positive, negative) transistoris opposite!) In 
our demo circuits this means that 
outputting a binary' "0" turns the circuit on 
while a binaiy "1" shuts it off. 

PNP VS. NPN TRANSISTORS 

We are using PNP transistors in all the 
demo circuits. You may tliink that a .\PN 
transistor would be a better choice since 
the transistor would turn on when you 
output a binary "1" on its PB line. Tiie 
reason I didn't do this is that the current off 
any of the PB lines on the parallel port 
sources is a minute amount of current, just 
barely enough to turn a NPN transistor on. 
And we want the transistor to turn on or off 
completely. This makes the PNP tiansistor 
a better choice. 

In addition, we have another 
advantage in using PNP transistors, When 
you power up your .Amiga , e\'en thotigh 
the parallel port is configured a,s an input 
on power up, die PB lines are drawn up to 
+5 volts by pull up resistors, this effectively 
keeps any circuit you have connected in an 
off condition. This allows you time to load 
in AmigaBASlC and reconfigure the port. 

AC OR DC LOADS 

Examine Figure Two. This circuit can 
control AC or DC loads up to 120 volts at 2 
amps. In diis particular circuit we are not 
concerned as to whether die main load is 
resistive or inductive, it could be eidier. But 
notice the diode and capacitor connected 
across tlie relay. This is because die relay 
itself is an inductive load. The diode and 
capacitor are necessary to prevent damage 
to the transistor or computer. You can, if 
you wish, substitute an LED in place of the 
diode (make sure the polarity of LED is 
correct) and watdi die LED flash ever>' time 
the computer shuts off the circuit. This Hash 
represents the voltage pulse being 
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Figure 2 



1,1,1,1 lOOOhm 

I — H[l|lj; -vvA^^ 



i oJ c 



l-'rum I'orl Gnd. 

7h 



Pim-cr 
Supply 



absorbed. The reason you can replace tlic 
diode witli an LED is Uiat an LED is a diode. 
(LED is an acronym for Light Emitting 
Diode.) 

AC LOADS 

The circuits shown in Figures Three 
and Four are exclusively for AC loads: 
resistive and inductive respectively. The sLx 
pin MOC 3010 chip is an opto-coupled 
triac available from Radio-Shack. This 
device senses when the PB line connected 
to it is ouiputting a binary " 1 " (+5V) with an 
internal LED. The internal LED triggers a 
photosensitive internal triac tliat in turn 
triggers die external triac, that powers our 
load. 

APPLIANCE CONTROL 

Although the circuits presented here 
are capable of controlling household 
appliances, this is NOT the way to control 
appliances in the home. There is a much 
more elegant way, using X- 10 hoine power 
control modules. These modules are 
available from a number of retail outlets 
across the country. The X-10 power system 
uses your home electrical wiring system to 
transmit control codes to appliance 



modules that can turn appliances on, off, or 
to dim lights etc. Ratlier ilian tliese simple 
circuits that require their own wiring from 
the wall socket to die computer interface to 
the appliance itself. I have scheduled an X- 
10 home conu-ol system interface project in 
a few montlis, so if this is your application, 
hold off until then. 

CIRCUIT CONSTRUCTION 

We can build our transistor switch on 
A OR THE proto-iyping bread board. I'his 
is a relatively simple matter, however, the 
amount of power a\'ailable from pin 14 
(+5V) on the parallel port is a mere 10 ma 
(milliamps). This forces us to supplement 
any circuit we interface to die port with its 
own power supply. For the demo circuit 
we are working with we can supplement 
tlie power using a 6v or 9V banery . You can 
connect any device Qoad) you'd like in the 
circuit, an LED or a small DC motor. If you 
use a motor remember to add the diode and 
capacitor. You should be able to conu-o! 
die devices using the basic commands we 
worked widi in the last cwo installments. 

Widi the line voltage AC circuits you 
must be much more carefuL If you build 
these circxiits please remember tliat the 



Parts List 




Descriplion 


Radio-.SIutck 




Pan No. 


180 Ohm resistor 


271-014 


1.2 K resistor 


271-024 


2.2 K resistor 


271-027 


Triac 6 hmp 200V 


271-1001 


.1 uF Capacitor 


272-135 


.22 uF Capacitor 


272-1070 


Opto-Coupler MOC3010 


276.134 


NPN Transistors 


276-1617 


Subminiature LED 


276-026B 


Relay 


275-243 



power available from your household 
electrical outlet is more than enough to 
reduce your computer to a cincier or give 
yourself a nasty (possibly fatal) shock. 

I advise constructing the inductive 
load (fig. 4) circuit for any and all 
applications, as this circuit can be used with 
either r>'pes of loads. This will alleviate any 
potential problems in the future. 1 am, 
however, including the schematics for the 
resisti\'e loads for comparison or as 
dedicated resisti^'e load controllers. 

You must not use the proio-typing 
board with the line voltage circuits because 
the board is not designed to handle die 
voltages and current. The components 
should be soldered to a I'C board for safety. 

TROUBLESHOOTING 

Widi die MOC 30 1 chip, the internal 
diode that connccLs to the PNP transistor 
line is quite sensiti\^e. The diode \%'ill burn 
out if you inadvertendy reverse tlie 
polaritj', even if it is just momentarily. 
Therefore, I added an additional diode to 
prevent thatfrom hapjaening. If you use an 
LED in place of the diode in this circuit it 
will act as a on indicator. 

•AC« 




nGURE3 



ISO ohm jL iv^ 




a^—m jQU en™ 

'! -VW- 



Resistive Load 120 VAC 
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FIGURE 4 
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A.C Inductive Load 120 VAC 
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(Scanning, continued /mm page 8S) 



Vertical. Pixels = 4C0 



The program has been written to automatically take care of all other 
details. However, be warned! The program will lake twice as long 
to complete tlie fractal! 



THIS MONTH'S EXAMPLE 

Looking tlirough this month's listing and identifying ilie 
sections which scale and scan the screen, a line which has not 
appeared in previous examples should become noticeable: 

DEFD3L xmin, XT.a.K, ymin, ymax, dx, dy, :-;, y, ;■;<, i.i j. 



The need for this is simple. Remembering back to the second 
article, it was suggested to see if there wiis any limit to how much 
the Mandelbrot set could be magnified (by scaling xmln, xmax, 
ymin, and ymax for smaller and smaller ranges). You will discover 
tliat beyond a certain point the program does not operate anymore. 
It just seems to hang up, not generating anvthing. That limit is 
related to the mathematical accuracy of the computer. Try the 
following interactive example. Fire up AmigaBASIC, and enter into 
the OUTPUT window: 



print 22/7 



Answer: 



The number was stored in tlie computer to an accuracy of 
seven digits. The information beyond that was lost, Noi'mally this 
does not present a probiem f>ecause those lost digits are a %'cri' small 
fraction of tlie final answer. They contribute litde to tlie normal 
t^pes of calculations that most people expect computers to do. But 
sometimes more accuracy is really required. 



Enter the following: 

print 22#/7# 

Answer: 

3.142857142857143 

SLvteen digit accuracy'. That's called double precision arithmetic. 
The Amiga offers it for those rare occasions when exti'a accuracy 
is needed. In this month's example the screen has been scaled using 
numbers which are beyond die normal seven digit accuracy of die 
Amiga, and as a result double precision arithmetic is required. That 
is done in AmigaBASiC by either using the '^' symbol as tiie last 
character in tlie variable name, or by using die DEFI5BI. command 
(define double). It's much easier to use the DEFDBL command than 
it is to add a '*' to every occurrence of eveiy \'ariable in the program. 
If, at a later time, the screen needed to be scaled for less 
magnification, conversion back to sitigle precision arithmetic can 
be done by modifying only one line in the program. Double 
precision arithmetic is used only when it is needed because it slows 
the computer down a bit. 

As the numerical values for xniin, xmax, ymin, and ymax are 
entered the Amiga automatically adds a ■=' character to the end of 



the line. That's the Amiga alerting the user to the need for storing 
diese numbers in double precision variables. Great machine, that 
Amiga! 

So what about TRUE BASIC? Well, it's numerical accuracy is 
already 14 digits, only two digits less than AmigaBASIC'S double 
precision. It doesn't need to use dovible precision arithmetic to 
generate this month's example. Enter the shcjrt program: 



er.d 



"#.##!! ■S4##^## = *=»" 



22/7 



The resulL 



1426571428571 



Note that die TRUE BASIC pi'int statement displays numbers to 7 
digit accuracy unless specifically asked to display more, as done 
above. However, numbers are always stored ami calctilaitons are 
always performed to an accuracy of 14 digits. 

The time advantages achieved by other compiled BASIC'S is 
achieved mostly by cutting back on the accuracy of the calculations 
performed. This accuracy becomes more important when greater 
magnification of die Mandellxot set is ^'antcd. 

The next obvious question is what about TRUE BASIC'S 
double precision aritlimetic? Sorry, for now it is limited to 14 digits. 
TRUE BASIC handles the double precision question by providing 
a -Mathematician's Toolkit for eacli machine. Unfoi'iunateU', the 
Math Toolkit for the Atniga has not been released yet. It h;is been 
released fordie IBM, MAC, and ATARI-ST, and provides those users 
with the ability to perform extremely high precision calculations, to 
100,000 digits! U also capable of bundling complex number 
calculations. And ilie M;indelbrot set is actually based on the 
repetitive squaring of complex numbers, but that is anothei' lesson. 

This month's example represents a fractal thai I designed 
myself. I scaled the screen using coordinates that were close (btit 
not exactly equal) to some of the examples in die book "The Beauty 
of Fractals by Peitgen& Itichter, Springer-Veriag 1 986". I then made 
my own color decisions, thus producing my own artistic effects. 
More about this in a future article. 

I have written this month's example using the same mctiiod 
of saving the jiicture that was developed in my last article in this 
series. Referring to that article, MERGE die 'SavelLBiM' progr;ini 
from the Extras disk to the end of diis month's listing. If GRABBIT 
is being used, or if a better method of saving fractals to disk is 
available, simply delete the related lines as directed by comments 
in die listing. 

The 'Calculate' and 'Select. Color' subroutines are the only 
pans of the fractal generating program that have not yet been 
discussed. Next months lesson will begin explaining why these 
routines pj'oduce such complex pictures. 



Listing One, AmigaBASIC Version 



REM * Sixteen Color Fractal 

REM • 

^ZK ' by Paul Casto.'-.g-jay 

REM • 

REX ••*»*•»»«•• *««««ii«w««,,,,,x«,,i, ,,«»,, .*„.,,,,„-„,,,,,,,,.,, 

DEFDBL 'AE^Ln, xir.aXf ymiri, yrtax, dx, dy, x, v, :•:'/., 1, j^ r 

D£F FKk{x) = INTH(x-Hnii.T)+iix/2[/dx) 

DEF FNy(y) - (Vertical -Pixels - 5) - INT ( | (y-ymin) -dy/2) . 

dy) 
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xmin - -.74543701# 
xmax = -.74542009# 
ymin = .11300268* 
yraax = .ll301492f 

Vertical. Pi-tels = 200 

dx = (.xmax-xrain) /631 

IF Vertical. Pixels = 200 THEN 

dy = (ymax-ymin) /195 

SCREEN 1, 540, 200, 4, 2 

WINDOW 2, , (0,0)-(631,186), 0, 1 

Crunch " 800 
ELSEIF Vertical. Pixels = 400 THEN 

dy « (yraax-ymin) /395 

SCREEN 1, 640, 4 00, 4, 4 

WINDOW 2, , (0,Q)-(631,386) , 0, 1 

Crunch = 1600 
ELSE 

PRINT "Set Vertical. Pixels to 200 or 400" 

GOTO Done 
END IF 

GOSUB Choose. Color. Numbers 
GOSUB Use. New. Colors 

M - 4 

CLS 



i'if*****i<**ifkicnttit^*t,*i, 



**!'i**Tr** 



ii*i>**-m*Hit*1Hr*1r1t*t-Mt** 



Delete next two lines if you're using GRABBIT 

LOCATE 23, 20 

INPUT "Enter name to save fractal ",- ItBMnameS 

LOCATE 10, 23 

PRINT "... Fractal is being generated ..." 

FOR j-ymin TO ymax+dy/2 STEP dy 
FOR i = xmin TO xmax+dx/2 STEP dx 
GOSUB Calculate 
GOSUB Select. Color 
PSET (FNx(i) ,FNy I j) ) 
IF INKEYS = CHRS(138) THEN GOTO Done 
NEXT i 
NEXT j 



REM Walt for operator to press function key (F-10) 

WHILE INKEYS <> C.HRS(13e) 

WEND 

Done: 



RETURN 

Select. Color: 

IF k = Crunch THEK 

COLOR 
ELSEIF k>=800 THEN 

COLOR 15 
ELSEIF k>=500 THEN 

COLOR 14 
ELSEIF k>=400 THEN 

COLOR 13 
ELSEIF k>=30a THEN 

COLOR 12 
ELSEIF k-169 OR k-167 

COLOR 11 
ELSEIF k=16S OR k-166 

COLOR 10 
ELSEIF k»ie3 OR k=161 

COLOR 9 
ELSEIF k-15a OR k-156 

COLOR a 
ELSEIF k-i55 OR k-153 

COLOR 7 
ELSEIF k=148 OR k»146 

COLOR 6 
ELSEIF k=145 OR k=143 

COLOR 5 
ELSEIF k-138 OR k=136 

COLOR 4 
ELSEIF k=135 OR k-133 

COLOR 3 
ELSEIF k=128 OR k=126 

COLOR 2 
ELSEIF k=127 OR k»125 

COLOR 1 
ELSE 

COLOR 
END IF 
RETURN 



Choose. Color. NunuDers; 
LOCATE 10,20 

PRINT "... Please wait while I adjust colors 
.Reg . . Red = 2 



OR k=165 
OR k=164 
OR k=159 
OR k=lS4 
OR k=151 
OR k=144 
OR k=141 
OS k=134 
OR k=131 
OR k=124 
OR k=123 



THEN 

OR k=162 OR k=ieO THEN 

OR k=157 THEN 

OR k"152 OR k=150 THEN 

OR k-149 OR k=147 THEN 

OR k=142 OR k=140 THEN 

OR k=139 OR k=137 THEN 

OR k=132 OR k»130 THEN 

OR k=12 9 THEN 

OR k-122 OR k=120 THEN 

OR k=121 THEN 



Reg. O.Greer. = 
Reg. 0. Blue ^ 
Reg. 1. Red 
Reg.l .Green = 
Reg. 1. Blue = 
Reg. 2. Red 
Reg. 2. Green =■ 
Reg. 2. Blue = 
Reg. 3. Red 
Reg. 3. Green = 
Reg. 3. Blue = 
Reg. 4. Red 




2 

11 
13 
15 




9 

12 

14 

1 









Reg.4.Sreen 


= 


1 


Delete 


next 


line 


if 


you' 


re 


using 


GRABBIT 


Reg.4.aiue 


= 


1 


' 


















Reg. 5. Red 


= 


a 


!«.«•. «,*»»,„,,, 






WAW** 


*!.■ 


>*«!,* 


** * 


****** 


***************** 


Reg. 5. Green 


^ 


11 


GOSUB Save. Tc. Disk 
















Reg. 5. Blue 


= 


13 




















Reg. 6. Red 


= 


2 


WINDOW CLOSE 2 


















Reg. 6. Green 


= 


2 


SCREEN CLOSE 1 


















Reg. e.Blue 
Reg. 7. Red 


_ 


2 
7 


END 


















Reg. 7. Green 
Reg. 7. Blue 
Reg. 8. Red 


= 


10 
13 
3 


Calculate: 


















Reg. 6. Green 


= 


3 


X - 


















Reg. 8. Blue 


= 


3 


y - 


















Reg. 9. Red 


= 


6 


k - 


















Reg. S.Green 


= 


9 


r = 


















Reg. 9. Blue 


= 


12 


WHILE r<=M MiD 


k<Crunch 














Reg. 10. Red 




= 4 


xk - >■.*>! ' y"y + 


i 














Reg. 10. Green 


= 4 


y = 2»x'y + 


J 
















Seg.10.31ue 




= 4 


X = xk 


















Beg. 11. Red 




= 6 


k = k+1 


















Reg. 11. Green 


= e 


r «■ x^x + y*y 
















Reg. 11. Blue 


= 


11 


WEND 


















Reg. 12. Red 


~ 
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Reg. 12 


.Green = 6 






Reg. 12 


.31 


ue = 10 






Reg. 13 


.Red = 12 






Reg. 13 


.Green = 4 






Reg. 13 


.Blue = 






Reg.H 


.Red = li 






Reg. 11 


,Gi 


een - a 






Reg. 14 


.ai 


ue = 






Reg. IE 


.Red = 12 






Reg. 15. Green = 12 






Reg. 15. Blue = 






RETURN 










Use. New. Colors: 






PALETTE 


0, 


Reg. 0. Red/ 16, 


Reg.O.Gteen/16, 


Reg. 0, Blue/16 


PALETTE 


1, 


Eeg.l-Rtid/16, 


Reg. 1. Green/16, 


Reg. 1. Blue/16 


PALETTS 


2, 


Reg. 2. Red/16, 


Reg.2.Greer./16, 


Reg. 2. Blue/16 


PALETTE 


3, 


Reg.3.RS!d/15, 


Reg. 3. Green/16, 


Reg. 3. Blue/16 


PALETTE 


1, 


Reg. 4. Red/ 16, 


Reg. 4. Green/16, 


Reg. 4. Blue/16 


PALETTE 


S, 


Reg.5,Rs!d/16, 


Reg. 5, Green/16, 


Reg. 5. Blue/16 


PALETTE 


6, 


Reg. 6. Red/ 16, 


Reg. 6. Green/16, 


Reg. 6.31ue/16 


PALETTE 


7, 


Reg.7.RE!d/15, 


Reg. 7. Green/16, 


Reg. 7. Blue/16 


PALETTE 


3, 


Reg. 8.R«!d/16, 


Reg. 8. Green/1 6, 


Reg. 8. Blue/16 


PALETTE 


9, 


Reg.9.R«!d/16, 


Reg. 9. Green/16, 


Reg. 3. Blue/16 


PALETTE 


10, 


Reg.lO.Red/ie 


, Reg. 10. Green/16, Reg. 10. Blue/16 


PALETTE 


11. 


Reg. 11. Red/1 6 


, Reg. 11. Green/16, Beg. 11. Blue/16 


PALETTE 


12 


Reg. 12. Red/16 


, Reg. 12. Green/16, Reg. 12 .Blue/16 


PALETTE 


13 


Reg.l3.Red/ie 


, Reg. 13. Green/16, Reg. 13. Blue/16 


PALETTE 


14 


Reg. 14. Red/ le 


, Reg. 14. Green/16, Reg. 14 .Blue/16 


PALETTE 


15 


Reg.l5-Red/ie 


, Reg. 15. Green/16, Reg. 15. Blue/16 


RETURN 











*********** 



p£[.5« ******** ********* ********** 

REM delete from here to end if you are using GRABBIT 

g£f^* *****************************"********«****************** 



Save. To. Disk: 



ccrtDir% = 
ccrtStartt = 
ccrcEnd% = 
ccrtsecss - 
ccrtKicaS " 

DIM bPlaneS (5) , cTabSave% ( 32 1 

DECLARE FUNCTION xOpe.-.fi LIBRARY 
DECLARE FUNCTION XReadi LIBRARY 
DECLARE FUNCTION xWriteS LIBRARY 
DECLARE FUNCTION AllocMemi ( ) LIBRARY 

LIBRARY "dos. library" 
LIBRARY "eKec. library" 
LIBRARY "graphics-library" 

GOSUB SavelLSM 



Listing Two, True BASIC Version 



DgM* *****************■.,**************************************** 

REM 

REM Add Extras :Den\os/SaveILBM to end of listing 

REM 

REM using MERGE command froR AmigaBASIC 

REM 

REM OUTPUT window (sea text. Article #3) 

REM 

jy^l^* ******************** **«****«*•»«****** ******************** 

I ***************************************** A* «*******WW******** 

! Sixteen Color Fractal 

I 

! by Paul Castonguay 



***************** 



************* 



let Vertical Pixels = 200 



let xmin = -.74543701 
let xmax -^ -.74542009 
let ymin = .11300268 
let ymax = .11301492 
let dx = (Kiaax-xminJ / 639 

if Vertical_Pixels - 200 then 
set mode "HIGH16" 
let dy = (ymax-yir.in) /199 
let Crunch =800 
else 

if Vertioal_Pixels = 400 then 
set mode "LACEHIGH16" 
let dy = (ymax-yminl /399 
let Crunch • 1600 
else 

print "Set Vertical_?ixels to 200 or 400" 
stop 
end if 
end if 

call Choose_Color_NunberE 
call Use_NewColors 

set window xmin, xnax, ymin, ymaK 

let M = 4 

set cursor 10, 23 

print "... Fractal Is being generated ..." 

for j=ymin to ymax+dy/2 step dy 

for i^xmin to xmax+dx/2 step dx 
call Calculate 
call Select_Color 
plot points: i, j 
call Test_F10 
next i 
next j 



! Wait for operator to press function key (F-10] 
call Wait_Respon3e 

sub Calculate 

let K=0 

let y=0 

let !<:=0 

let xli=0 

let r=0 

do while (r<.K and !i<Crunch) 

let xk = x*x - y*y +i 

let y =" 2*x*y + j 

let X = xk 

let k = k+i 

let r - x^x - y*y 
loop 
end sub 

s-ob Select_Color 

if k = Crunch then 

set color 
else 

select case k 

case is > 600 
set color 15 
case 500 to 599 

set color 14 
case 400 to 499 

set color 13 
ease 300 to 399 

set color 12 
case 169, 167, 165 
set color 11 
case 168, 166, 164, 162, 160 

S«t color 10 
ease 163, 161, 159, 157 
set color 9 
case isa, 156, 154, 152, 150 
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set color 8 
case 155, 153, 151, 149, lAl 
sec color 7 
case 148, 146, 144, 142, 140 

set color 6 
case 145, 143, 141, 139, 137 

set color 5 
case 138, 136, 134, 132, 130 

set color 4 
case 135, 133, 131, 12S 

set color 3 
case 128, 126, 124, 122, 120 

set color 2 
case 127, 12S, 123, 121 

set color 1 
case else 

set color 
end select 
end if 
end sub 



sub Choose_Color_Nunibers 


let Reg_0_Red 


= 


2 


let Beg_0_Green 


= 





let B9g_0_BlTje 


= 


2 


let Reg_l_Red 


a 


11 


let Reg_l_Green 


= 


13 


let Reg_l_Blue 


= 


15 


let'Reg_2_Red 


= 





let Reg_2_Green 


- 





let Reg_2_Blx:e 


= 





let Reg_3_Bsd 


= 


9 


let Re5_3_Green 


= 


12 


let Reg_3_Blue 


- 


14 


let Reg_4_Red 


- 


1 


let Reg 4 Green 


= 


1 


let Reg_4_Blue 


= 


1 


let Reg_5_Bed 


= 


3 


let Eeg_5_Green 


= 


11 


let Reg_5_Blue 


= 


13 


let Reg_6_Red 


B 


2 


let Reg_6_Green 


= 


2 


let Reg_6_Blue 


= 


2 


let Reg_7_Red 


" 


7 


let Reg_7_Green 


= 


10 


let Reg_7_31ue 


= 


13 


let Reg_e_Red 


= 


3 


let Reg_8_Green 


- 


3 


let Reg_e_Blue 




= 3 


let Reg_9_Red 


- 


€ 


let Reg 9 Green 


— 


9 


let Reg_9_31ue 


= 


12 


let Reg_lD_Red 


» 


4 


let Reg_10_Green 


=? 


4 


let Reg 13 Blue 


= 


4 


let Reg_ll_Red 


- 


6 


let Reg_ll_Green 


- 


8 


let Reg 11 Blue 


~ 


11 


let Reg_12_Red 


= 





let Reg_12_Green 


= 


6 


let Reg_12_Blue 


= 


10 


let Reg_13_Red 


= 


12 


let Reg_13_Green 


= 


4 


let Reg^lS'^Blue 


= 





let Reg 14 Red 


- 


14 


let Reg 14 Green 


= 


8 


let Reg_14_Blue 


= 





let Reg_15_Hed 


= 


12 


let Beg_15_Green 


= 


12 


let Reg_15_Blue 


= 





end sub 







sub Use_New_Colors 

set color mix (0) Reg_0_Red/16, Beg_0_Green/16, 
Reg_0_Blue/16 

set color mix (1) Reg_l_Red/16, Reg_l_Green/16, 
Reg_l_Blue/16 " 

set color nix (2) Reg_2_Red/16, Reg_2_Green / 1 6 , Reg_2_31ue/ 
16 

set color :?.iM (31 Reg_3_Red/lS, Reg_3_Green/16, 



Reg 

Reg 

16 

16 

16 

15 

16 

Reg_ 

Reg 

Reg_ 

Reg_ 

Reg_ 

Reg 
end 

sub 



end 
sub 



end 



_3_Blue/16 

set color mix (4) Reg_4_Bed/16, Reg_4_Greer./l€, 
_4_Blue/16 
set color mix (5) Reg_5_Red/16, Rsg_5_3r=en/16, Reg_ 

sec color mix '16) Reg_6_Red/16, Reg_6_Green/16, Reg_ 

set colcr mix |7) Reg_7_Red/16, Reg_7_Green/16, Reg_ 

set colcr mix (81 Reg_8_Bed/16, Beg_8_Green/16, Reg_ 

set color mix (9) Reg_9_Red/16, Reg_9_Green/16, Reg_ 

set color mix 110) Reg_10_Red/16, Reg_10_Green/16, 
_10_Blue/16 

set color mix (111 Reg_ll_Red/16, Reg_ll_Greer./16, 
_ll_Blue/16 

set color mix 112) Reg_12_Red/l S, Beg_12_Green/16, 
_12_Blue/16 

set color mix 1131 Reg_13_Red/16, Reg_13_Green/16, 
_13_31ue/16 

set color mix il4l Reg_14_Red/i6, Reg_14_Green/16, 
_14_Blue/16 

set color mix (151 Reg_15_Red/16, Reg_15_Green/i6, 
_15_31ue/16 
sub 

Wait^Besponse 
do 

if key input then 
get key k 

if k=324 then exit do 
end if 
loop 
clear 

set cursor 10,17 

print "... Press left mouse button to clear screen . 
sub 

Test_F10 

if key input then 

get key press_flO 
if press_flO = 324 then 
clear 

set cursor 10,17 
set color 1 
print "... Press left mouse button to clear 

stop 
end if 

end if 
sub 



5_31ue/ 
6_Blue/ 
7_Blue/ 
8_Blue/ 

9 Blue/ 



•AC- 



AC GUIDE Amiga 




What's that program called? 

Where can I get some more 

mformation about that item? 

Doesn't anybody make something 

that does that? 
These questions and more ansiiwed 

in AC'S GUIDE 

Over 2200 products listed. 

On sale at your Amazing Dealer! 
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Notes 



livci I I'xii'e fi 1 1 Id ioi IS 



by Stephen Kemp 



Recursion Ca function calling itselO is possible in tlie C 
language. It isn't often that you will require a recursive function, but 
occasionally such a function can solve the most difficult of tasks. 
Recursion simply means that a function calls itself — eitlier directly 
or indirectly — by cal'ing otlier functions that eventually call tlie 
first function. 

As a demonstration of how recursion works, examine the 
function in Listing One. This is a ratlier contrived and simple 
example, but it demonstrates how recursion works. The function 
"back?sv'ards" accepts a string of characters as a parameter. It takes 
the string and prints it in the reverse order. 

Listing One 



/•Function backwards accepts a string and calls itself 
recursively to print the string in reverse*/ 

backwards ( string ) 

char *string,- 

[ 

if ('string == ^\0'| /*if at the end of the string'/ 
return; /*nothing to do here*/ 

backwards! string+1 )/'recursive call with shorter 

string*/ 
print ("%c", 'string) ; /"print the character*/ 



Examining the function, you can see tliat it first checks to see 
if the end of the string has been reached. If the first character is a 
null, tlien it simply returns to the caller. If it is not at the end of the 
string, diis function shortens the string by the first character and 
then calls itself widi the smaller string. Upon returning from itself, 
the function knows that it is time to print the original character that 
was kept. 

Playing computer, let's look at how an example string would 
progress dirough this function. If you started with the string "How 
are you?", Table One represents tlie calls and output. 

Although the table was built sequentially from the first call to 
the last, tlie characters actually print out in tlie reverse order 
because each fiinction will only print a single character after the 
function returns. Incidentally, this function does not print its own 
carriage return or line feed. If you include tills function in a sample 
program, you may ha-ve to print a CR/LF before you can see the 
output. 

As explained, the example in Listing One is not a real pracUcal 
example of how to use recursion. In fact, this function could be 
written much easier widiout it. Additionally, recursive functions 



should use piudence. This is due to tlie fact that each call to a 
function uses stack space. The stack is an area of memoiy reseri'ed 
in your programs for remembering a calling function's address and 
local variables defined within Ilinctions, A certain amount of space 
is provided for the stack when your program begins, and although 
most versions of C will allow you to control tliat amount, you have 
to "live" within your choice. If your program uses up the allocated 
stack, then it will 1) fail witii a stack overfiow, or 2) start doing 
bizarre things and fail even worse. 

Generally, there are three questions you should answer 
before deciding that you need a recursive ftmction. First, does the 





Table One 




Received 


Recursive Call 


Print On Return 


"Sav what?" 


■'ay what?" 


"S" 


"ay what?" 


''y what?" 


"a" 


"y what?" 


" what?" 


"y" 


" what?" 


"what?" 




"what?" 


"hat'" 


"w" 


"hatf" 


"at?" 


"h" 


"at'" 


'■L'" 


"a" 


..[?■■ 


"?" 


"t" 


"3" 


\0 


"?" 


\0 







function require a "loop" to perform its operation? Second, will the 
loop's operation depend upon a variable, or variables, determined 
by an earlier pa.ss through tile loop? Finally, can those intermediate 
values be determined wi±out completing tiie function? 

Better examples of functions that might use recursion effi- 
ciently are parser and sorting ftmctions. A parser is a function that 
takes its input and reduces it down to .smaller and smaller 
componenLs which can then be evaluated easier. Compilers use 
parsers to evaluate statements. Some statements in C, such as if, ibr, 
cio, etc., can be composed of multiple statements. Evaluating one 
of these multi-line statements might require recursion to evaluate 
tile individual statements contained within it. Mow, I don't pretend 
tliat a compiler is as simple as that example, Ijtit I hope it helps you 
understand a little about how a parser works. 
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Now, not all soning functions will have to be recursive. If you 
have been in programming very long, then you probably knov^- that 
there are about as many different sorting algorithms as there are 
different languages. Listing Two contains a program that uses a 
recursive sorting function. This sort method is a version of "quick 
sort". (Note: Quick sort is a relative term. The actual speed of any 
sort depends upon die data being sorted and the reladve order 
before the sort begins.) 



Listing Two 



/" QSORT.C is a program that takes an array of unsigned short 
integers and quick sorts the eleaents using a function that 
does recursion. */ 

♦define MAXARR 15 
short arrange (>; 



mainO 
{ 

unsigned short ndx; 

unsigned short array [:-:AXAHR] 
unsigned short orig [MAXARR) ; 



/*lndex for array 
subscript*/ 
/'array of elements*/ 
/'original for print*/ 



srand(99); /-random number seed*/ 

for(ndx = 0; ndx < MAXARR;ndx++) ( /"initialize arrays*/ 

array[ndx! = rand(); /'random fill*/ 

origlndx) - arraytndx]; /'make a copy*/ 
I 



doqsort (array, 0,MAXaRR-l) ,- 



/*sort array-/ 
/•heading*/ 



printf ("Original Sorted\r\n") ; 

forlndx = 0; ndx < MAXARR; ndx+f) /-loop through arrays"/ 

printfC %6.6u %6. 6u\r\n", origlndx] , array [ndx] ) ; 



1 



/"this function accepts the array of unsigned short integers 
and a starting and ending index. It then sorts the values 
through recursive calls to itself*/ 

doqsort (array, start, end) 
unsigned short array!]; 
unsigned short start, end; 
) 

short rval; 

if (start < end) [ /"if elements remain*/ 

rval = arrange (array, start, end) ; /'arrange elements*/ 
if (rval) /"if not first 

element*/ 
doqsort (array, start, rval-1); /'sort new end'/ 



doqsort (array, rvai+1, end); 



/* arrange from start to end */ 

short arrange (array, start, end) 
unsigned short array []; 
unsigned short start, end; 
[ 

unsigned short hold; 

do{ 



/"sort new 
begenning*/ 



/•holding value*/ 



while ( end > start &i array [end] >= array [start ] ) 

/•greater*/ 
end-; /"reduce end*/ 



if (end != start) i 

hold "■ array [stare] ; 
array [start] = array [end]; 
array [end] = hold; 



/•if not on start'/ 
/'hold value*/ 
/"swap values*/ 
/*swaD values'/ 



c= 



.JUST RELEASED 



^yvuG^" 



KWI ItMM II nwiMliatJl New 1 MEGABYTE, -FATTER Agnus (#8372) Hi-Res chip allows 

uscK more "chip" niemary for use in GRAPHICS. MUSIC OR VIDEO. This "plus in" 
upgrade is an absolule musi for present Amiga owners. Price is SI0930 including sinnple 
step by STcp, 1 minute installation insnucions. 



fcMIIH«»lllli ;n;ft1HiC»l A50I/S01. 5l2K/clc<;kRAMBiwlupenJcro.'Aniiga5(X).(Plues 
directly into trapdoor.) StiperpriccofSI 14.95 includin£ instniciions. 



liVHttimB Ufi!<nl]!«:M New .. V 1.3 KICKSTAHT ROM <tp£»ilc-J27.9S including insDvctions. 



KMIltftl>ailnn!<nll»:il Upgrade cliips for all Amiga memories: 6S02a/3}- S139,S0. 6S03O- 
CALL.6SSS1/12-S69.95.6SSSI/I6-S76.95.6SSSI/20-S1CU.95, 6SSS2/I5.S105.95. 
Other Speeds including Drams available at super prices. 



HK,ST()CKAU.AMm,V(A\I)COMV1«mmE)CHIPS,\T SUPER LOW PRICF-S - 



1-300-292-7445 
Prices iyhjcci to c^3.'^^c 



■ SEND !-'0R CATALOG OF EXCLUSIVE PRODUCTS 

THE GRAPEVINE GROUP, I\C. 

35 CHARLOTTE DRIVE 
WESLEY HILLS. .NY 10977 

• WcsIliri'l.'lW'Ull! • 



y/jjt.' ffl^ 



(9I4)35-;-44-tS 

FA.X{9IJ)354.6696 

Dealer t^rtctn; jvjilabk 



Circle 147 or Reader Service cord. 



/• less*/ 



values*/ 



while( end > start &s array[start] <= array[endl) 

start++; /"increase start"/ 

if (end != start! { /"not at end*/ 

hold = array [start] ; /'hold value*/ 
array [start] = array [end); /'swap 



array [end] • hold; 



) 



)while( start != end); 

return (start) ; 
start*/ 
] 



/"swap values*/ 

/•continue until equal*/ 
/•return final 



The quick son function splits the elements into two part.s, if it finds 
something out of order. Next, each part is sorted by making the 
recursive call to the sorting function. This continues until nothing 
remains out of order. 

The arrange function simply begins with the last element 
passed and finds tlie element closest to tlie end of tlic I ist tliat should 
swap with the first element. If it finds one, dien it swaps the 
elements. After that, it starts trying to find a new element from the 
beginning of the list to exchange Uie new ending position. If it finds 
one, then they are also swapped. This continues until the starting 
position equals tlie ending position. When it has been completed, 
the current starting position is returned and indicates a new sort 
position. If is returned, dien everything is in order. 

With a few modifications, you can add diis quicJt sorting 
capability to any of your programs. (MANX has a quick sort function 
in its library.) Primarily, you may have to alter the parameter that 
is being sorted to some otlier type, and you may have to change die 
comparison of elements to a fLinction that returns a value less tlian, 
equal to, or greater than zero dejjending upon whedier the sort 
should be ascending or descending. Finally, depending upon die 
variable type being sorted, it may be easier to use a function to swap 
the elements radier than doing it in line twice. 

Now that you know recursion is p>ermissable, you may 
discover just where it can help you in your programs. Just 
remember to keep in mind diat there is a danger of doing recursion 
unwisely. But with a litde experimenting, you will know exactly 
when and where to use vour new knovv'ledge. 

•AC* 
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AC Disks 




,<j:^i» This disk contains the source 
, ' ' j& and executable code relating 
I#i_&5 to articles in AC V3 .8 and AC 
V3,9. 



Gels In MultiForth Parts I & H: Learn 

howlouseGelsinMultiForth Author: 
JohnBushal;ra 

FFP & IEEE: An Example of using FFP & 
IEEE math routines in Modula-2. Author: 
Steve Faiwiszewski 

CAI: A complete Computer Aided 
Instruction program with edito' written in 
AmigaBASIC. Author: Paul Castonguay 

Tumblin' Tots: A complete gjime written 
in Assembly language. Save the lalling 
b^ies in this game. Author: Davd Ashley 

VGad; A gadget editor that allows you !o 
easily create gadgets. The program then 
generates C code that you can use in 
your own programs. Author: Stephen 
Vernieulen 

Menu Ed : A menu editor that allows you 
to easily create menus. The program 
then generates C code.that you can use 
in your own programs. Author David 
Pehfson 

Bspread; A powerful spread 
sheet.program written in AmigaBASIC. 
Author Brian Cately 



Ji^^v This disk contains the source 
i^^^^ and executable code relating 
If-^^ to articles in AC V4.3 and AC 

Fractals Part I: An introduction to the 
basics of fractals with examples in Ami- 
gaBASIC, True BASIC, and C. Author; 
Paul Castonguay 

Shared Libraries: C source and execut- 
able code that shows the use of shared 
libraries. Author; John Baez 

MulllSort: Sorting and Intertask 
communication in Modula-2. Author: 
Steve Faiwiszewski 

Double Playfield; Shows how to use 
dual playfields in AmigaBASIC. Author: 
Robert D'Asto 

881 Math Part i: Programming the 
68881 math coprocessor chip in C 
Author: Read Predmore 

Args: Passing arguments to an Ami- 
gaBASIC program from the CLI. Author: 
Brian Zupke 



Source code, executable, and IFF pictures (when available) included 
for all articles printed in Amazing Computing. 




This disk contains the source 
? and executable code relating to 
\MM articles in AC V4.5 and AC 
V4.6. 

Digitized Sound; Using the Audio.device to 
play digitized sounds in Modula-2. Author: 
Len A. White 

'881 Math Part 11: Part II of programming 
the 68881 math coprocessor chip using a 
fractal sample. Author: Read Predmore 

At Your Request: Using the system- 
supplied requestors from AmigaBASIC. 
Author: John F.Weiderhirn 

Insia Sound: Tapping the Amiga's sound 
from AmigaBASIC using the Wave 
command. Author: Greg Stringtellow 

MIDI Out; A MIDI program that you can 
expand upon. Written in C. Author; Br. 
Seraphim Winslow 

Diskless Compiler: Setting up a compiler 
environment that doesn't need floppies. 
Author: Chuck Raudonis 



This disk contains the source 
and executable code relating to 
articles in AC V4.7 and AC 
V4.8. 



Fractals Part II; Part II on fractals and 
graphics on the Amiga in AmigaBAS IC and 
True BASIC. Author: Paul Castonguay 

Analog Joysticks: The code for using 
analog joysticks on the Amiga. Written in C, 
Author: David Kinzer 

C Notes; A small program to search a file 
for a specific string in C. Author: Steven 
Kemp 

Belter String Gadgets: How to tap the 
power of string gadgets in C. Author: John 
Bushakra 

On Your Atert: Using the system's alerts 
from AmigaBASIC. Author: John F. 
Wiederhirn 

Batch Files; Executing batch files from 
AmigaBASIC. Author: Mark Aydellotte 

C Notes: The beginning of a utility program 
in C. Author: Steven Kemp 



This disk contains the source 
I jg fc=- and executable code relating to 
' ^ articles in AC V4.9. 





Memory Squares; Test your memory with 
this AmigaBASIC game. Author: Mike 
Morrison 

High Octane Colors: Use dithering in 
AmigaBASIC to get the appearance of 
many more colors. Author: Robert D'Asto 

Cell Animation: Using cell animation in 
Modula-2. Author: Nicholas Cirasella 

Improving Graphics: Improve the way 
your program looks no matter what screen 
it opens on. In C. Authro: Richard Martin 

Gels in Multi-Forth-Part 3: The third and 
final part on using Gels in Forth. Author: 
John Bushakra 

C Notes V4.9: Look at a simple utility 
program in C. Author: Steven Kemp 

1D_Cells: A program that simulates a one- 
dimensional cellular automata. 
Author:Russell Wallace 

Colourscope: A shareware program that 
shows different graphic designs. Author: 
Russell Wallace 

ShowlLBM: A program that displays lo-res, 
hi-res, interiace and HAM IFF pictures. 
Author: Russell Waiiace 

Labyrinth^ll: Roil playing text adventure 
game. Author: Russell Wallace 

Most; Text file reader that will display one 
or more files. The program will automati- 
cally format the text for you. Author: 
Russell Wallace 

Terminator: A vims protection program. 
Author: Russell Wallace 



") <?!si. This disk contains the source 
w^^i^ snd executable code relating 
^M£^ to articles in AC V4.10 SAC 
iiJfe* V4.11. 

Typing Tutor: A program written in 
AmigaBASIC tliat will help you improvr 
your typing. Author: Mike Morrison 

Glat's Gadgets: Using gadgets in 
Assembly language. Author: Geff Glatt 

Function Evaluatof; A program that 
accepts mathamaticai functions and 
evaluates them. Written in C. Author: 
Randy Finch 

Fractals: Part III: AmigaBASIC code that 
shows you how to save/load pictures to 
disk. Author: Paul Castonguay 




More Requestors: Using system calls In 
AmigaBASIC to build requestors. Author: 
John Wiederhirn 

Multi-Forth: implementing the ARP 
library from Forth. Author: Lonnie A. 
Watson 

Search Utility: A tile search utility written 
in C. Author: Steven Kemp 

Fast Pics: Re-writing the pixel drawing 
routine in assembly language for speed: 
Author:ScoltStelnman 

64 Colors; Using extra-half-brite mode in 
AmigaBASiC. Author; Bryan Catley 

Fast Fractals: A fast fractal program 
written in C with assembly language 
subroutines. Author: Hugo M.H.Lyppens 

Multitasking In Fortran: All the hard 
work is done here so you can multitask in 
Fortran. Author: Jim Locker 



This disk contains the source 
and executable code relating 
to articles in AC V4.11& AC 
V4.12. 



Arexx Part II: Inofrmation on how to set 
up your own ARexx programs with 
examples. Authar;Stsve Gilmor. 

Leggo My LOGO: A Logo program that 
generates a Ctiristmas tree with 
decorations. Author: Mike Morrison. 

Trees and Recursion: An tnlroduction to 
binary trees and how to use recursion. 
Written in C. Author: Forest Arnold. 

C Notes: A look at two data compressing 
tectiniques in C. Author: Stephen Kemp. 

Animation? BASlCally; Using cell 
animation with AmigaBASIC. Author: Mike 
Morrison 

Menu Builder: A utilily to help build 
menus in your own programs. Written in 
C.Author: Tony Preston. 

Dual Demo; How to use dual playfields to 
make your own arcade games. Written in 
C. Author: Thomas Eshelman. 

Scanning the Screen: Part four in the 
fractals series. This article covers drawing 
to the screen. In AmigaBASIC and 
TaieSasic, Author: Paul Castonguay. 

C Notes: Recursive functions in C. 
Author: Stephen Kemp. 



T-06 Amazing Computing V5.1 © 1990 



For PDS orders, please use form on page CIII 
Visa and MasterCard is available on orders of S20,00 or more. 



The AMICUS 
Public Domain Software Library 

This software is collected from user groups and electronic bulletin boards around the riation. Each Arnicus disk is nearly full, 
and is fully accessible from the Workbench. If source code is provided for any program, then the executable version is also 
present. This means that you don't need the C compiler to run these programs. An exception is granted for those programs 
only of use to people who own a C compiler. 

Note: Each description line below may incEuda something iiko 'S-O-E-D', whJcti stands for 'source, object iiie* execulabte and documentalion'. Any combination of these letters i n d t - 
caies what torms of the program are present. Basic programs are presented entirely In source code format. 



A MICUS 0i5h 1 

kmw. pfogrirns: Graphics 

SOSoidJ 3d Eofcs modeing prog. Wi'smpie Safe fil&s 

BlocRS fitawsWodis 

Cubes fliaws cubes 

Durer clraws pictuies m ttie style ol Dyroc 

F ScapQ ijraws Traclal landscapes 

KiyierL 3Ddt3Ningprdgraffl.w/NddeninBFBima' 

Opbc^ii {IrawfevefaiopKalillusaGnt 

PainjB&i simplapainipfoflriun 

Stutle ^ws ^ S>tai-<Si \ri 3d wifelcanie 

SpaoeAn ^jrapticsdemo 

SpeakEJ- ^jeectiLtiJj' 

Spfisre Cr^ws^jheres 

SpirsJ fjraws Cwr SpiraJs 

ThreeDee 3d function plo!s 

Tcfjooraf^jf artSciailopogra&hy 

wSe^s draws cirtla&apfKS 

Xcros <lraw£}ractarplineiEandscapa$ 

ABasic prognrra: Tools 

AdCfKsSo% simptedaubasepro^raiTifDradiJrQues 

CardFilQ simpCa^iard f.!Q daiabasfi program 

Derio mjiiwindQwitenio 

K&)C«les shows kejTWies tor a key yaj press 

yfem amman)iA3asJcpfEgramstroma;nefia 

MceCobrs way to gel n»tQcobrs or the sateen 

alDncs,us)noa]fasiTig 
sF^apes sif11p^co{o^s^^podeslgnerSp6aS<lt 

speech and na-Tator demo 
ABai'rc procfims: Games 
BritiiOirt ciassic ccrpif er &rc« waljame 

O^io atsokftTMiaj'go' 

Saw» simple shoci-sn-up game 

Sp«lir^ sirnpi^TahirKiswllinggame 

TojT&ox seleclaUe grapfucs i^o 

ABasic p^osram: Sounds 
Emenainet plays tfiai tune 
HALKnX) p'eieralsit'sareaicoffiputei' 

SusaiPMu ptayj "the Dance 9I the Sysarplvm Faities' 

Cprogramj: 

Atem $vTipl$ie^iniiprGQr9rL. S-E 

cc ad to conpfirg wnh Laisce C 

tJecvni oppoaia o( CONVERT fof cross devdopers 

Dotty souiDQ code ta ihe 'dott/ window derr.o 

DC^ox umx-slylenienamo sKpanslon, partial S,0 D 

fastertp eipULrLS use cJ lashiloatf^ poLti maili 

FuQaie faestjU'oda:esonafllieson acfisJ^S-E 

treeflraw smple ^VorWKrch cJra wing prog.. S-E 

GftMem graphic mi^mtyy usage inocata, S-E 

Gr^ searches for a given siring in a lile witt:! docs. 

ham jhQws 9f! the'ho£d-and-mcd.l)' 

methKlof coo- ffetiCfafon 
IBWAmiga lasl caraVI c^bf e Ha^s!^: bel^ewi 

an !5m art] ai ATiiga 
Hand^ Uandeforcl sel pcoram. SE 

mmie patterned graphic detn&. S-E 

objS^ nakcs Latt«:eC oWed to syjivbais 

wsblelD Wait S-E 
gjck Qucksonstmgsrojine 

law e>3fi;F»ss3,T.pie window to 

setlace l-jms on inierjce mode, S-E 

sparks qix4>peOrapriicdetio,$-E 

Ofher Dxecuttbitt proonniK 
SpeccfiToy OHflidenHntnto 
^^kKFcn dtqiaysalanfaUekvts 
tixts: 

68020 descnbes eeO£0 speedup board Frcm CSA 

Aiases captains uses dihe ASSIGN comfna/id 

Bugs known bug ti^it in Utiice C 3.0? 

CLtanl relerence ca:d tor AnigaDOS CU 

CUCoTtmznds gudetous^ngiTieCLI 
Commands shQrSrgude 10 A-nigEDCS CU cofnft^a,ii3s 
idCcmmafflis guide to tfie ED editor 
Flenomes AmigaDOSIIenarn&wildcardconveilions 
HaEf Br^ expiins rsje graphics chips that can do 

moferai'Cirs 
VodemFVa descip'ion tf Jie ssnaJpcfl pnoti 
RAMd^ |ipSo(isettnguDyft;fRAM:dsk 
ROMWach lips Dfi usirgBOWWack 
Sajrrfs oKptanationof insinjfnei^l demo sound 

flelormai 
Speed reJUalon ol Aniga s CPU and cy s»fn cftp speed 
VrackCrafe tips on usne Wack 
AMICUS Disk 3 
CpmgramS: 

alib AmigaDOS Object librafy manager , S-E 

ar leitfiieaidiwaprojrani.S-E 

lioti auto-cNsps €<ecuiab£e Hies 

Mi sripJeCUt-iei.se 

iq,L^ Kecorrpressjonprograns, S'E 

YachtC a, temiliar Qamo, 3E 

Make a simphj maJM) programming irtiEiiy, SE 

Emacs an eany ver$«n ol ihe Amiga I'Sxt EOtpr, SE-D 

AssanUefprcgtams: 
teearctLasffl bif\ar> seat^ Kde 
(poriasm Urti compasblfl gsortO knctan. souns 

and C tesi program 
tetimp,aEin setin^) code For iJttice3,[J2 
SVprinif Urw sySem V compatfcle pnntlO 

Tees.0 Urir«!mpiftietreeOlunc»n,l!H} 

nfMScfitit tarmariyfad IFF speefcabon fi«ajTd exam pies. Stnce 
it^sspeciscDrsiantlyupdaied. the IFF spec files have beeimoved 
10 [heir own ditk hthe AMICUS coilecticin.) 
John Draper Amiga Tuloriali: 
Arwnse tjesclbesarmiatonalgofithms 

Ga:]gets ntoriaj on gadget 

Menus team abcu; Intij^ menus 



Cprojjirams: 

Xiel a C fcss-reference gen . S-t 

Sattolaf exira-half-bright mp gfi deno. S-£ 

Chop iruTfutt (chop) tiles cTown to si'^e, S-E 

Cleanup removes stranja chaiaders !rom lexl H« 

CR2U xrwerts carriaoo returns to hnc feeds In Amiga Res. S-E 

Enof adds eoftipSe efforj 10 a C file. S 

Helo wincte ffi. from L^ RK.V. S 

Kenni genefic Komiii impieoientaion, [l.afiay, 

no lormfna] mode, S-E 
Scales SDur>:J derno pla^ s scales. S-E 

S^^enB PiiiA Qjbe defno in hi-res ccicfs, S-E 

ArnigaBssicPrDgsfdir) 
ALj-x^Ta:a i^liLiarauiomassriLJalkin 
Cra^vcigha iiardgama 
Grapii furctfingraphingprDgrafD; 

WitthirtgHour a game 
ABasiC programs: 

Casno gar]eso(pof<£r.l;:iac^Kk.dce.anda?ps 

GoTCitai aJKJknovmas'offKSo' 

SabOBge son ol an ad/enture game 
Executable programs: 
Dtsassem a E3D00 disassembler, E-D 

OpSlide slxws a gr^en se ol IFF pictues, E-D 

Arrarge ateHlormallLTgpfDg'aTi.E-D 

As$«(nbl6rpnigrarm; 

AraPiertn teminal ptograuH w'th speech and Xmodem. S-E 

AMICUS Disk d Rles from the Original Amiga 

T«hnic3l BBS 
Nc!& ;^a! iOtne cf !hK& fies a.'e cW, and lel-r to rider vei^ons of P^ 
cpcfaikig sys:eT. These IJescax-elrcn^ pw Sun syKem mi wrvedas 
Amigatechricalsupponi-iaiormosioi IMS. Thcselilosdonoicaffya 
wananty, and areforeducaiiona] purposes only. Olcourse.lh^snotio 
saylheydonlvwrSf. 

Conipbeia and nearly up-io^te C source to 'ma^.ed', an early versiorv 
dthalconEaw. ThBisalit3efla^,bi-lKmp*esaJ^njs. 

An [ntjition demo, in lull C sotffce, induing files: demcmenu.c, 
denonenuE-C. dEmofeq.c, getascii.c, idemoc, irfefno.guide, 
ide'ojr.akc. ideroa1Ji.no<to5.:.andt)write.c 
ackirem.: add eiterr^i nempry (0 the^ystem 
Mfciea c eiampie o( 903 use 
cofisoieO-C eensoJ^ lO ei;ampe 
cfsaporit ffMifr and delete wns 
c^easidix: oeate standard 10 requests 
cream^c creaiinpiaskeEanptes 
diBkJO-C etsmpieoTirackreadandMiu 

dotn.c sojn:etoihe'dct^iKndoiii'(Sen90 

dualplay.c di£iIplayfie^deEampla 
tiood^c floodlii^xanpie 

freemapc old version ol fieeraap' 
geliooSsj; toc^s lor VSp-ntes and B03s 

g^omc grapfuzfrpmoryusageindcaJof 

heiioc window erar:ipfe Iron RKU 

iRpu'jjO'/.c adding an irvput ^ndie* (0 Tti iripui sbeam 
joystk-c reading the joystick 

keytxJc direct keyboardreaSng 

ia>ertes.c layers ei; am pie 

nKuspcric test mouse pod 
owiibi. 

owT^.a£ni &iampleofmaiungy<xrowiiGbrBryur^Utb» 
pa/^teSLc te&isparaliel pet commands 
seritesic teas seaport commands 
sensamp.c exampieelsedaipcnuse 
pnntn7.c sample printer interiace code 

pr«j3se,h pririier Ce-oce deSnlEons 
regime3.c region test pro^fan 

setlacQ c source toifiiertacs ori''ofl pro^m 

se'^pa.'a'^l c set Via auritiuies Ol 9w par^lel pan 
SaS&al.c sei tie aoribulss (parity, data bitsjoir« serdlpon 
sin^y£ sir3gle|)lay(iBlcle]^»pie 
sprec^ioy.c souiffltorBsaBriWdphcneacsdeno 
t;medeiy.c simptetimerdesfio 
timer.c eiiec support tiniierfuneiiijns 

^mrstul.c riore etec support H-met f jnctions 

WnichFffii.c loads and dsptays all avaiaii'e sysiem lores 
ptowssi and prCase 1 a$*n--eaer induda fties: 
ai;tocqs!r.|x| wamirns ol deadlocks ^^7i aUofcqueslerG 
consdeOtrt copjf ofthe RKM console lOcfei;Ser 
diskioni txt warning of <isk lonl badng bug 
lu!!u.x.t:(i listo(*de£ncs,msre,tLr%tions 
L'pt.idevtxt pretmiinajyDopyd the Ir^Udewe chapter 
Ucer^ informaiton on Wontberch (fisTtuto^licGnsB 
phmer pe-release copy of Jie chapter on pnrtBdfiirefs. Irom RKM 1.1 
vllld.Pd 'ditral.ldliechar^gesfromversioni.Otal.l v£3vl ,ditl '(iff 
ol include fie changes hcfn «fSion 23 to 1 
AMICUS OJsk 5 Files truni the Amiga Unk^ 
Amiga InlormaiJon Mhnrlt 
Note thai some el these Ues are o'd. and reierto olde* versiwsoi the 
operaiinosystem, These Ires are Irom Amqal.n)t. Fofaiime,Ccimmo- 
dwe supportKl Amiga Link, aka AIM, kx online ctevekipef ladvira] 
support, ftftrasonlyupandrunnr^forsevefalweeks. These fJesdo not 
carry awarranjy. ard areforeducatonal pu-pcees only, 01 course, tfiafs 
no: ta say the*' dcni work. 

A derrw d< Inbilion menus tailed ■menudemo", In C source 
wteeisx find a lj^ searcMng a! SLbdrEClDr,« 

tnbiesic BOBpnjgrafnmir^exampla 

sweep.c sound syirjftsis example 

AssemUB- files: 

my*vasm sapip(ed*viC8diiver 
mytbasm sanipie Library eia^plfi 
mjlibi 
mydevj 
asmsjjppJ 

macros.^ assembler indudie'li^ 

TwU: 
ami^^icks [ips on CU ccrtmands 



eifiifisk EKtemal disi^ jpecificaion 

eamepoft eameporrsptt 

paraiet fBf^9e£porTipdc 

serial serial pon spec 

vl.ltjpdate nst ol new features h version I.1 

vl.thitit 'difT of include file chaixjes from msbn 1.0 lot. l 

Fifes lo' twWng ywjf cwn prit^er dnwers. indwSrg doipecial-c 

epsaoSsia-C. iniias.m. priner c. prinjerjink. pmecug asm. ler^der c. 

arvjwa.t^sm. ThisdLSkckKsccriainartjmberdrJfisdesaitir^irutFF 

speoficaion. Tf>esearenolthelatesLarKlgrea[estlJes,Putremainhere 

lor historical MirpQses. ThevindutJeteKtBlesandCsajna examples. 

The latesliFF spec iselsewreie in this libraiy. 

AMICUS Diar ^ IFF Pictures 

This disk ifiduoes the OPSbde progrsTi. wlich can view a given scries 

of IFF nctLtfW, and the "sticsippc' pfccra:Ti , i((ihiai can vie* each file at tha 

dick Of an icon. The pictiresinduiK a screen from ArbcFoj, a Degas 

dancer, tie guys at Efeclronic Arts, a gonlia. horses, King Tut. a 

Eighihouse. a screen (rem \*.aM^ ^^drless.lhQ Eggs Bjfiny Martar. a 

sWt licm a-T rfd naw. the Dire Slra'K mowiocanipany, a saoen from 

PiftaitContuGlcn SeL a TV ne«cas;er. ibe ParrCa-n. a wcfld rap. a 

Pffsche, A thuffle missicT patch, a tyrannosauus rei, a pianel mew, a 

VlSAoRLanda len-speed. 

gwcusDhif? DlgfVl«w HAM demo piciure disX 

Ttisfek™piai/es Ifom tie DgYiewhold-and-nodif^ video rfgJtizet. 

ft incftjdes Ifw ladies witl penc^s a.^ IcCipcps. ti*ie yi3jng girt. i,he 

btfdKS.ihe horse End birggy. JieSyle cover. Cie dictionary page, T^ 

rritot a-id Robert, Tris »icfi;des a pfograra to view each picture 

separately, ard all together as se;^rate. sldaQie screws. The'seeiEbm' 

pfogram, M lum ar;y scieen in'jj an tFF piciure. 

C programs: 

B.'cwe wew tew ties on a ask, usirg rrenus S-ED 

Crunch removes ccrr.-ier.-j arxj whire space frwr C files, S-E 
iconEiec EXECUTE 3 wresolccfflmands from Worktwnch S-E 
PDScreen Dumpduirips Hasipofi of highesi screen to printer 
SetAUemate sets a secons mage fcr an icon, when cieked o^te S-E 
SelWrdcw makes w:n6ow-s !cr a CLI ofogtam 

lojm u-xier WoriOjench S-E 
Sma^Ccck a ST.a:t digital Oodyn a wndcw meru b^ 
Scrimper ih£ screen printer in ih@ lotrrHi AC S-E 

Amiga Basic Programs: 

(Note: Many of these pri^amsare pressm on AMICUS Disk 1 . 
Se^^af ol these were converted to Amiga Basic, £ indLjded i'^cre.) 
AddrossBooK a s.mpJeadCfess booh daiabaso 
Bal [^awsabal 

Cioad prografn to cor^ven CompuServe het files lo binary, S-D 
CEuB the game, ^luitiond-lven 

CotorArl artorav-ingprogram 

DeijJteOraw UeSranftng program nine 3rd AC. S-D 
ESia con\-ersa&o(ialcon:pmerps>tftAjffSI 

Othelb L'TegaiTe. asKncwftas'go' 

RaiMaie 30 raiiraie game 

ROR bo^Erggraiyiicsdetno 

SuOle dr^^picfaires of tie space shulle 

Spei^ simple spellng program 

YoYo wieRJiarograwtyyo-yodemciracks 

yo-yo 10 t(w ractae 
ExeculabitB programs: 

SDcube Moduia-Sdeno ola rotating cube 

AltlKn setiasecondixnima^e. displayed when the icon is cick^ 
AmlgaSpi^ asfow:x.ls?npiespeilchedc«f.E-D 
arc the ARC fie com pcesson pectin UK fer ie[KOm.£-D 

Bertrand graptics tiemo 

disksalvage prag, la (esc;*Trashefl disfes, E-D 
KiACc^y aquickbuinas^diskODpyFrocram'.ignoresorTOrs, E-D 
UtiiJf i:sts tuiksn a,T cbjecl fJe E'D 

SaveiLfiM saves any icreen as IFF pi; E-0 '* ScreenDump 
E^irBillarB screen dump prog. E oniy 
Sa-Tenn verstw 20. term yt^rm. XmodemE-D 
Te}45; 

LatSceUain i^sonfiung maiac in Lattice 
GDisliDhwe maka wwo^ E irtfirivfl 
GjuyK! giife'ftstheGLBijnjrtKJS 

Lat3,03iiy5S bfjg Ss of Lasxs C versiof^ 3.03 
MForget^ev usei'S view of she HicroFcrge HD 
PrinlSpooler EXEC'JTE-based print spocf prog. 
.BliAAPfies: 

These are she necessav Inks between Apiga Basi; s-tJ Ihe sySJe-T! 
Ifcrarjes, To tase at^^tage oi fre An5« s cawbiities in Basic, yaj 
need mesa liies. BWAPs are .ndutfed for 'disr. c:nso£e". 'disifefonf. 
'fliiec','icon',lntij!tBn",TayersViTathlfp',fnatnieeedoob3S','maihieees- 
inctas". "mathtrans'. 'poigo". limei' and Vanslaior'. 
AMJCUSDii^fl 
AcnigietMProgfaEnt 
FlghtSm Sim pie Ci^hl si.T.iiaior program 

HLfiPale^e eip'airts Hue. Sa^jratico, £ Intensrty 
Requester e^. Cf requesters from Anija BasK 
ScrollDemo demonstraies scoitir^ capabilities 
^fiTi^iZ^ sound projram 
WoridUap draws a cnap ol :he mrid 
Ei#aJtaUa ptDgrants: 

61;^! latest Bofig' c!emo,w?> stfectabte speed.E 

BtusnJC conwertsaJi IFP brush loC data 

instfxjctions, iniialiiatwco^e. E 
BrjshZlcor converts IFF bnjS-Mo an icwi. E 
Dame gtaphcs derr.o. L-atSi » mouse. E 

DedGEL assemS^ progra;n for stopww 63010 erofs, S-E-D 
iQock meni-barctock and date disptay.E 

tile tie game ol life. E 

TrseSet hjuicn-fiasedwaytoselthofime* dale 

Ef^macs another Emaa. mora onGftted to 

word SQOS^ S-E-D 
Myai aCUshel.wqrtswifioullheWori(bench.S-E-D 

Texts: 

FnclnKeys read tunciioo keys Irom Am^lQa Basic 
H^wStn eiplains how 10 win the game "Jiatter' 
IstGBOllO guide loinstaliJ^ 368010 in your Am^a 

Bcu-w! latest Bct-i?! demo.wiin se'eaaMesjeed, E 

Brjsh2C conwrtsan IFF bl'Sh 13 C &a 



insi^jctions. iniiiaizationcxie. E 
Bnjsh;iMn ccftvensl!-i-fcrushl0 3niMn.E 
Oazite grapTwcs defr-o. ^chs to mijuie, £ 

OedGtL assemP'efprogra.'nlof^ocdngGSQiOEnTjrs, S-E-0 
KJsck meny-bar docii and date display. E 

life ihe game 0! He. E 

TitteSel Intutcr-based way lo se! Cw tme daE. 

EMErfaCS another Emacs. rcre or«n»)lo 

wodprccessing. SE-D 
MyCU iCLl Shell, wcrts wflhft;; na Wetkfjench, S-E-D 
Terts: 
FndnKeys eitplains how to read lunction beys 

Irom Amioa Basic 
HadsrSln ttipUrsflowtovwnfiepame hacker' 

IStSSQIQ giK(3loli5&ling2€S:f10!nyourA-:i^ 

FfinetTki tsndng esc^ iequences b your pnrSer 
SlartuoTip fps on setting up your startL-p-set^erLce Me 
Jftnwf^rte* listol TiansiormErprogfarns That work 
Prtnler Drivers: 

Pnnte' dr^vefS lo* ?» Canon PJ-!CSOA. theC RoiT. Prcwr;Kr, an 
improved Epson dnver that eimiraies sseakjrig. ihe Epson LO- 
a00.tneGemtniStar*i0,iIiaNEC£025A,inBOhdaiaML-32.the 
Panascrpc KX-PIOki famify, and the Smi'ii-Cofona D300h wil; a 
documer^tdascrjbing the instaT alien process. 
AMICUS [>is>c 10 inslFument sound demos 
Tn s IS an icon-drr^en demo, ciFolalad to niaiydulais. k'lTK^oes 
i^e scenes cJ Li acoLStic giitar, an aUnn, a itni^, a bass gL [tar , 
a boinf! , a c^topCj a car horn, daves, HalB c^, stecbic {^^tar, a 
fiuie.aharparpe9to,alQd(dru(n.an^rflba.aorganrnir4r chord, 
people :aiking, p]gs. a pipetfdvi. a Rhods piano, a saxophorw. 
a sita.-. a sr^fi dn^. a stKJ vw, belt, a vcroc'vne. a vioEn. 1 



waiira Guitar, a hi^rjewhinriy.anca wtiisHe. 

-ualafl- ■ ■■ 

^programs 



AMKatSDlskn 



E^mtJI intuition-based, CU replacemen] manager S-E 

C$iri shows and actusftphorily of ClI 

processes, S-E 
p* ^ws ffifo en CLI prxesses, S-E 

vidtEj cSspiays CompuK%e RLE ptcs. S-E 

Am igaBas.'c programs 

poiniered ponterandspnteediiocprc^ram 

oplirni^S Qplimiution ex ample Irom AC art^ 

calendar large, animated caSeridar, diary and 

date book pepgrani 
anodie (oanamorszabons 

bruEh«BOH converts amaB IFF brushes to AmigaBasic 

BOB OBJECTS 
grids draw and play wavelorms 

hilbett Craws Hiiiaen curves 

r^adb rriad ib s^ gen^tv 

majgAi SlancrmaififigEsi program 

meadows30 3Dgraphics_progf3m,&^omAC^^artJcie 
mouKira^^ mouse tra^tifigeitamplG: in hires mode 
slot slot mad^ game 

tdacioe 1}»{;^ 

switch padvftfHncegamd 

weffd makes strange sounti 

EiGCU'iabte programs 

3) unLi-Gliecc^yaimmand,^ 

s screen dear, S-= 

dfi mi-l:^ sL'eam ed ;or uses 'dtf ouuxct to fii files 

pm chaftfeccr-derperfDrrcancesifHicaajr 

AssemUer programs 

ds screen dear and CU ajguments example 

ModjSa-Z 

tais movirg-warni grapi"iits deftio 

casK£CT.tJt conreis ^iftldi^ kej^crds to uppercase 
Fonfi Bres.iehanDrc'^agorr'A-nexam^^s 

Analyie l2temp[atesly™spreaflSiie3l Analyze 

Itiere are lour pfogramshere that read Ccmrrodofe 6ri picfijre 
fJes They can iranslale Koa^ P^d. [>00die. Pnrm Shop and 
Nft\sRoomorapKcsloiF?lorrra;, Getungthefiles irom your 
C-6* ajy:j-r Ahlm is ine tsard pan. 
AMTClJgoTski2 
Eieo-latie programs 

blffik "aHfiii' compatib'e Erfter, but fas:er, £-0 

de^ ^rtsUsdisklor diEkdeaners.E-D 

epscnwi sends Epsai sellings lo PAR from menu E-D 
shOinOig rtewrt-tespcsnfow-resEyperWmjp. E-D 

speaWsTLO lel theOTe. E-D 
urxJQiete unde'etesalfe. E-D 

cnw^dhra converts Apple![ taw.mediun arsd 

high res pio^es |o IFF, ED 
nwued menu edipr produces C code lor menus, EO 

qiAk qUch dsk-io^dsk rdiCile copier. E-0 

quickEA copies Elearoric Arts tiSfZ. reTc/es 

proKcion, E-D 
twd 1.3 demo cf jext editor from !/icrosmjths,E-D 

tt; programs 

spm3 rcmtingbioctegraphicsderno, S-E-0 

popcfi startanewCuatthepreis^a 

tmtton.l^eSidefyCk. S-E-D 
vjpne vSprtteexamdewdeffom 

Commodore. S-E 
ArngaSBS Amiga Basic buDcim boardprog . S-D 
Assembler programs 

s'ar 10 ma.'ias aa; lieds S'*& Star Trek n'Jo.S-E-D 

Picfues 

Mcunt MandeiQf 01 313 view 0! MandelOratset 
Star fjestroyer hi-res Star Wars slarship 
R^! robot arm grabbing a cyltfifla" 

Teiis 

vendors Amiga vendors, names, addresses 

caSfti faestoeartr Cardcomemoiy board} 

cnoods cross-releience to C ie^lude l3es 

mir(dwa1ke( clues so placing ihogameweB 
jldashow make yojr oatv yideshows from the 

Kaleidoscope dsJ( 



For PDS orders, please use form on page CIII 
Visa and MasterCard is available on orders of $20.00 or more. 
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where can you find all the 

Fred Fish Collection, as well as the 

Amicus Disks and The AC Disks, 

cross referenced and fully listed? 

AC GUIDE^MIGA 

AC'S Guide lists the descriptions and 

contents of over 280 

Freely Distributable Software 

disks as well as 

over 2200 Amiga products. 

On Sale Now 
at an your local Amazing Dealer 



AMICUS DiaKJS 

Anga 3ati; pta^'aTis 

PiMhK frofT CardfTi ScheMoerof CflUTKliSuppOfl.'tDrEfflJarvd 

dspiayEFFptcfiirestrorriAmgaBtEic. Wc^tfeafliefTLaScd- Also 

incJuded is a prograrn bxto screen prims in Arri^ Basic, and it^e 

rwMlBMAPHei'iwtrtaccrreciedCcfivefiFDpcQsram. WiifitB- 

mite pictues. ani The Sa^venBU saeon captire prcgfacn. 

F'outines lo load arcf pl-i/ pLturcScund ,and 1F= sourid hes Irom 
AmijBi Base, by John Fousi lot Appiied Viaons, With ctocwnenia- 
tion and C and assem bier source iofwiitirw yotff own ilibraries, and 
insdaangCtoassemUerinlbranes. l^meiia'7i|p[Qscund. 

EiwuBEte progranis 

gsviiy So Amer Jn 86 gravitasiqn gr.iphc 

sini lotion, S-E'D 
TeiTs 

MfDI ma^>ixf cwvn WIDI inrLTumer ; iRertacE, 

&icur.e:raii3n & a CV<res {c^jraic. 

AMICUS Pi sJtU 

Ssvsfal pfograms from Ainaiif^ Co[npulingi»4.eG: 

T»ls 

DanKary's CstaclurBindetprogram.S-E-D 

/tT.oa Basjc programs: 

BMAP Readffl- By Tiffl Jones 

iFFBrnihSBOS by J.ViKe Swrgw 

AjioRequester example 

DOSHelper Wndowed^pSYSSmfofCU ft?nmafxfs.S-£-D 

PETrans trafsiaiaFEt ASCII Hes to ASCII ESes.&£-D 

CSd?j3i^ Graphics pragratn from Scisntle 
AfflsneaaS^se^S-E-D 

cfH adds or removescamaQS r^umslron fles, S SD 

ifpdecod» docffpts Ddme Patnt, refno 

yes copy pnt«tcci^E-0 

AjeryWB ufuVnorNofromtheusec FsntTis eicti code. S- 

DC ViuCalc lypesptEadshecL no mouse cynd. £- 

D 

view vievis^^xtBeswtiwjnciaivand 

s!i3ef osSSet. E-D 

OiT^. Eprojig, yaBong. Zonig ^-e sprfie-tased 
Bam! style demos, S-E-D 
CUCTock, sClcck, wCJock a-e wifvSow totfe^f CiK ks. S-E-D 
Texts 

At addS' on bngper&siznce pho^icy mcrntofl tps c^ na^ng 
brus-*ies ol odd sfiaoesi Deiine Paint, and reco-nmenCyjcrs en 
!0ffiin!GTf2CK from Com fnobae- Amiga, 
AMICUS DJjk 15 
TheCprogramslrKJudB: 
'pf a I3e pnming Llifi^, which can pin; I les 'm she 

charaaerKiterir^. 
W displays a dan ol ihe Ctodtsaliicated on a dist 

'Ash' questions an 'e!ieaii&' file, retunis an 

er ror code to Mfili&l [he eiBcuticri in Bnal teKh fila 
"Staf an KtanKtf versicnof AfnigaWS 

'saaj$' caT;,rrs:3d 
'Diisoive'' rarxloni-doidiSso'vodernadiEpli-fSirFcaSira 

sbwi/, dM by do:, m z fandem f-isJiion, 
?03CLI2' invoke re* CLI window ai ihg p(.jjs 0( a ke^ 

thi ex ecu la Ue programs liKlude: 
"Forni' Ttetomasing progfani thra^ Pe 

pfrtflfdrinertpsefea priniKjie^i 
'L>:3ftCar caiaknsd^.naintans, sorts.mei'oos 

lislsofdisJi fifes 
■PSiuncr SunRre ^nc^JStries'safnp^ed sound ttfiicr J recorder 
iranrasket" nakesicms'crmostFfogfans 
■Frai3!s' Oranrsgrcat IrartalseascapesarxJ m wtan scaps. 
^DHiWkaur 30 glasses. crea:e broahou; m a iWwiJiTiefsian 
'Am^aMqniu" dispayiliStstJlcponfUos. 
monofyuse, task5,dGv>ce£drv;porlsinLise. 
"Cownorolds' veision d "asieroxK terrieAmioi. 
■Siizfers' hgti resoiuion 5rapf*ts (Je«tio witeN n ModJa Z. 



TeiH: 

'arsiM eipfa^tsBcapesequsntceslheCOfJ: device lespoitis 10. 

"FKey" inducSeStemp^labrrraxing paps' 10 

sil in ihe tray at tht Eop of mb Am i ga keyboard . 
'Spawf programmef'sdocumentlromComiTioclBe 

Ai^igen desert ways Eo use Lhe Am^'Simiittasiu^ capablrjes in 
ycofoiwpfogn-ns 
AmigiBislcprotmTu: 

'Grrds' Craw somd waveTorms, and hear ihempEayed, 

"Ughi' a version ol iha Tfcm Ifglit-cycls vidoo came. 

"MigaSoT aoameof^otl^a 

"Slats' programlocalcUatabatfrigsrafflMS 

Irfone/ ^ to grab ai hi bam d money naliiaj can.' 

AUICUS 1 S also rdgcres tw beauHul ifF pic%re, of tie enemy 
walker^s f^om !he ic« pEanei in Star War$, ^ a pid^s of a cheeiah. 

JMlCUSDIsfclfi 

'ingglfif' derrci tf Ef^z Graham, a tdxii iugtfef bcuncing 

rn.Tsen-.j.'cfedbafis. Hir.sxxKfefecj TAErty-fou-frarnescrHAM 

amriatoniv^IEppedqui^Ici produce I'-isinia^ You cqt'joI ih$ 

soeed of tho iuog^ TT« auihor's docjmaniaE<on hirtts ihai V^i 

cfogram nlgtij somnaytM avaiiabto as a prodxL 

IFF pictures 

parodc^ of tr^ covers ol Amiga Wortd and Amazing Coning. 

Cpn>grams: 

inputhareTef' eiample of mddng an inpuinandv. 

fileZac^' binuy file editBig program 

ShrowPrim" (tspla^ IFF pfcara, and priTts it 

tien' program indexes and retneues C stnjctu« and 

variables ctedarEd in the Am»ga incfude Ele Ej^em . 

Etecuiable Programs: 

fixHuniiZ repairs anexecbilable ptojram f.le tof expantded 
mBinofy 

Tns2sraus' ccnvijfis WusicStud'ofaesJo PF standard 

'SMUS'tomiat Ihavohcirdthisp'Otf'a.Ti night 
have a lew buss, cspocaly ir. rg^arcs to r&y 
long scngs. but (t worXs in mos; cases. 

'Missile' Arnigai^rsionolthe'MissiieCommantf videogame, 

Tti$ t^$k also ceriEiiis se^eraJ Gies ol scenanos lor Amiga fSghl 
SLTi/alorll. ByprtngoneofftesesevenSesonatlSTfctfcltand 
insert r^ it in ne drive afiarpQfforminga special Hnrnandin [t^ g^>e. 
a numter of ffi'aesting locations aw W«( in» Bw FBghi Simulator 
program. For exancpte, one scenano places your plane on Alcatiaz, 
wtiife anoUTer pots you in Ceniral PafV 
AMICUS P f aitl T 

I efcotirrurtcaMrTs diSh whuch cona.ra si lermirval p(t^r8ras. 
•CofTiiT^* VI 33 lem prog. wfi Xrrodom, WXmodem, 
'ATfiim' V7.2 lerm prog, includes Sipef Kermii 
■VT-]00'V^,6 Dave Wedter-s VT-IOO HrL^-aTor with 

lCmode(n.Ker7ni.l, and scriptng 
'Arnica K-fTUiT ViOifiiOipcndteUniO-iCsMi 
"VTek" V25.1 Tefcjrcnii ^^C5 lermir^ emuJatar 

based en ^& VT-IKI piog. V2.3 atid conoins 

lataii arc' ^le compression 
'Am^aHosr v&,9lorCompu5eni«. hdudesJ^Le 

gtatfks HMes i CIS-8 Oa transler ^rococoL 
'FwNuf*,' eifanston memory nsoessily 
"FuOoi' ffifncves gaitagecharacierslrom 

modem recflivM files 
■T)(i" lri;ers ie*t ti^s lani o(her srstems 

lQfcerMdbyU>eA.-nigaE,C. 
'adjman' eteofleaEJe vere^ lor use wiji r:er! 

eipanscnartiSein AC vZl,i 
"art:" f3e ctocumemaSon and a basic tutoria] 

onyn'afelnofles 
"a.'"crB' la- maiteifig^arc' riles E.C. 

AMICUS DisV IB 
Lc^o A.Tii9ai*5cnotPwpopj!ar comprjw 

Cangua^e, wiirieeampieorograrr.s. ED 
Ti-'Teit DeffloireJslonoliheTV'Teit Character generator 



PageSetter FFee^dsUibutabtaversionsot ^e^Jpda:e(l 
PagePrtfBwd PiBBtFpwans tar ne 
PageSew desktop pUp^ pa<^--^ 
F'jlJWiftScw ReaiesanyCLliwxJewvsingontyCUccmmsnfls.E-D 
bfe^d 3-D wetson cf Caiway's LIFE pfogfair, E-D 

Deidisit CUi;li'ii'!y 15 re-3S5igna new 

V^5rtfeenfhdlSf<.5-i-D 
Caendar.WKS Uajs«n3palibie»orlot»S1haJ tr-aXcs caiercJais 
Ee:ftey :E)emoo(teyt)cwdteifro-proQfa.-n'Tief.wTffifFp<jLre 

to p>akB tuxtion Itey labefs. E-D 
VPG VkJeopanern jwwattr \& HQrinattiin&s, E-D 

HP-iOC HffMea-Packart-Uieeiaiiato'.E-ll 

SeiPiels Ctunge ihe Preinnces wxr^i w the tf. in C. S-E- 

D 
StarProbe Pmgramsiijrt«s(e*arevDtj6on.C5ourceinciu3w3tof 

Amiga and MS-DOS. SE-D 
ROT C vetsion oi Cofin Frendi's AfnioaBa^ic HOT prcigfam 

ircn A-naihg Cofii^-sng. FlOTed'.s 
arc il;E?fa>'S pcil>wxt5 !c cre-jc I's-ee iiTnensioria] 
obJBCJ. I^iai24 ^anesolanra^oricaatie 
ceai&daDdiiisptayed E-3 
Scat U^e Ing. mndawg on sciee n run away Iton the fnousQ, 

E-D 
DK Decays' yie CU wiftjow inSduS. m ModuEa 2. S-E-D 

OnspShadowS fcSdslawefEdshaaowsto Workbench wvTdcws. ED 

Thfs diSfc tarries severs] programs from AmaangComputng. The IFF 
pietrreson this disk induds the Am.^ Wake pan T- 
shrt Ic^. a satwnnafcf h-res imacte ol Andy Gr.lSn, 
arflfive Aiika Lfv*! >;SjrE5 ffcn the A'TlaIi^g Sar^s 
ep &aJ& that'f eatired ine A.T1 iga . 

Solve Ll:^ea^eqlESD^E0{ve^lna5sef:^^(y language, S-E-D 

Gadgets BrvanCai^ey's ATiigaQasic [utofAi, S-D 

Household S^an Galley's AmigaBasic 

household inventory pcog^m , S-D 

Wa'.'efDrn Jm^fteids'Wavetonii WcrkshcpiArn'gaBasc. SO 

□is^Lb JohiKeixan'sAiTipgaBascfisIt 

Itjrarian program, SO 

Subscripts IvanSiniih'sAmigaBascsubscnpl exanipie. S-0 

S&ing.&Klean Cproya-Tsandeiecut^Stesfaf 

Haniel [."aybec^ Toffy's iWJlion UOfialS. S-E-D 

SkJfJTyC Bed Riemers.'Tiaseiampfeiof 

malyrg small C pfoorams, S-E-D 

COMALJi MaHe C look 3 iie COMAL feader file. S-D 

EmacsKey Mal«s Emacs fut^cton Key 

flednitions by Gneg Oou^s. S-D 

A^.tai 1.1 Srcopon sys'jsm lesoute use. £-0 

BTE Bi'd"s Tale oKsi-aaer edic. E-D 

Size CLI prog^a-n £t\ows the s»ie &! a tj^ri set al fj^es. €-D 

WmSizfl CLI rt-indow u-jity resizes txrent wJidovi, SE-D 

AMICUS Disk a 

CorrcacitDf, Deccdef xe-B ttcfiel AmigaSasciocils. S-D 

BcCird BC= and spriSeeHorwitoiin C,S-E D 

SpftffiUasterll Spriie &£m and anlmanrljy Brad Kieier, ED 

Blisi^b Bliiier Chip expforaMifi C pisgrarr. 

tFyTsfnasRoiucKj, S-E-D 
F?c Image processJrg piT^jram By Bob Bushi toads 

and saves iFF majcs. c^a-^es Twm win 

several tedniquesH ED 
Bankn CompietehomabankjjMprog.HbalaTcayou'tfieckbajkfE.O 
AMICUS Elsk^l 

Target MaHesoach mouse dick sound iiheapjnshcS.S-t-0 

Sard Simpis ^neof sand tat foows ihe myjse poin.tBf,E-D 
PropGadgfil HaxetWavbecK Toiiy'spresoortonaS gai^ 

Bunpfe, S-E 
EHB Check5loseeifyoulia*^eKlrahai!-bright 

graprtics. S-E-D 
Piano &;npie piano sound pn3gfa.m 

i^^Scnpiis Maiies txi anmaton soipis lc< Aegl; Animaior. in 

A'n:^B3si: 

Tftis d.sk T\it eieoroeiitcatai^igs lor AMICUS disksl 10 20 and Fish 
disKjiBflO. They affi viewed wfihtTH&skCai 
pfocrsm.mcluciedwe. 

Cydes LighlCydegamB.E-D 

Show_Pmiii Viev\'s and ports !FF pcturss, indwfing larger Itan 

saeer 
PrtDrvGenZ^ Laieit /ersion ol a pcimerdfivef gareratof 
Anjmaicns VJeoScape animatons of p^'anes and being Sail 
Garden Makes Iractai gardcnscapes 

BasicSorts Eianpfes ol binary seatdiand insonon 

sonirvAmigaaasf: 
AMICUS Disk 23 
An AWJCUS flisx a?r;Jelefy deiScaied lo muMron :hfl Aiiiga. Ths 

CSikconams tM music ftejers, songs, inslu 

menls. and piayeis !o bnngi tte th,',ll of ptayi/ig 'Big 

Sound'onyour Aniga 
tistfurrsnts accHecOo.noJZSjnsM^j^r^^n^ for playing 

rrfceatingmusc. The crfecion raf^s 

Iforr Caninon B Mar,mba 
List INSTR program lo tsi theirsimmems DWCS will not toad 

as wej] as lis! Ihs cuigms icf any insirunedt. 
Mysc 3 coiiKiicn of 1^ Ciass-cai peces 

iSl20»«ftufe Tho 16 minute eiatsJci feaiwecoipW^wiih C-an- 

Three Amija likjsic Pa/ers: 

Sf/USPiay 

Vusic:r3ftESf/US 

^'usc3!wdo2SWUS 
AMICUS Dislcg j 
SecJait^a Aciskseclore^;:;brany)Vi!igaCOSRe-Etru5ir9d 

dei-ice. TEjcovef fi-ss from a irasneo hartf dst Sy 

Da'/id: Joiner cfAfiCrolHusic^s 
Icffiiia Reduces ihesizeoMFFimages.cOTpannn 

prc^raii, RecoTor. remaps >i paieSe ccJors ol one 

pCtLce lo use the paWte Ki^crs of arsfJiB!. Uuifl 

Uiese programs aTKl a tooJ to ecoveri IFFJrush&sio 

Wor^43a^cft icons, make iccm kxA iVe niinsaiL,-ie& of 

!ho pictures. 
CodeDemo V.aidi-2 prog:a;n converts assemtilerobea ties to 

inine CODEs^aieiTOrts. Cones ft-.:ha sdten 

ssrolsng example 
AmiBug WoAbarcfi lack makes the same fywa^ across ifte 

sereenairandDmsTiflrMis. Oti^envso.ccoipiaieiy 

ha/m'fiss. 
BNTcois Three eiampJes Ol ajjembly lar^uage coda frem 

B/yaMies&n; 

1. SoiLace,preg » s*iich intertace oniofl. 

2. Why, replace AmgaDOSCU Why 

3. Uadl. prog [0 load a die ^n'o meaory until a 
reboci. (OrJ-/ remcsi eso'^nc haters wa find 

Mcnc^aa CU ptagir&Ti Veseis Pfelererces ta several edors c^ 

mcroch/OfneiinleriacesaEens. C source is 
itKJuded. mfSis with DisplayPrel, a CU program 
whch dspla/s ifH curreni Pra'e^nces setwigs. 

SoingMaohiw A ray-tracedaiiraion ol a peTsetual mfflw Bdng- 
ma^tr^ ma 3^. includes the atestvenion of the 
Wo.'jo (/oow:i. wf-'Ci^ i-js theabJ.^ Id play sourvis 
aJongAiihihean.maiion, ByKsnOlier 

Daisy Esampf^ q! using the ttansJaJo.' and rarfaia-dflwices 

lomaketneAmigaiaK itis^-flenrC, 

QjCiiFhi Sccl<!-.k^en2nuT5;.iin3nJ £lideslT?-vpax;rBL7i Tips 

Srai^hlFFmages- 



flWon Syslamrfiontot Ami$a6asic pfogram ; 

peftorm srapie ma/Mutatcrs of Re«0(y. 

Uo$$e Ra'^don background jxogram. a s'^al 

window evens witha moose rasembL^ 
BuliwinXI-esayinj nrnyphras&s user 
definable 

CGCS De:t:is &ocery Ccrs?uc!ion Set. tmplfl 

iKiarcibased prcxj lor asseffibt^ and 
prnl'Tg a grocery lis'. 

The V:n;s Check rf recjcry lolOs Jevgrji programs telafrij 
10 Tie Hit>ar« virus [hai came to ihe LS 
)rom pirates m Eidope as detaiiDd in 
Amazmg CanputingV2.12. Bfl Kegel's 
tiJ sfdartation d ma Mius cade tt mciid- 
ed. One procram jJiecfcs for Itie ssftwara 
viims c^ a Worki>endi d;^: ms second 
prt^ram chec>s for fie vL'us rn memory. 
Kfiich codd iTiiEct ctTfr disXs. 

A MICUS Disk £5 

Kemesrs Graphies demo pans ihroysh spaca 

loA-ard$ the mylhica] dark tviin of ir« sun 
wiih worKSerhimusic and spaos graphics. 

The Ki::StPiay direaory hots iBJd itial descriew wwral 
paicnes.iothe WiSlSttfSk. PorAtriga 
1 ceo haii^s wflo WcomtonaMe 
p^i^rv; £di!Ji h hesdecimaJ, KickPby 
oliers the lavarKe to attomaticaily do an 
ADDWEV lor old expansion memory, as 
well as the ability to tfiange the pks-j-e ol 
the•t^d£rWo^oe^a"^Jnd Aprcp-am 
is also int&rfed tor restcrsTg u^ oyzsd 
che-iAsum of the Kdisartask, 

KoySird BASIC pfog edilS keymaps, adjust [he 

Woctoench Remaps Of create yoor owfl. 

aCctorWB ModiSfls tne Wofi'fieficti so l^^ee OripiE^s 
are uieo, icons can fAfs tight coiors. 
instead of lour, egWoior iconsa-e 
included. PuWi:dQmafn prcgram -lapicoti' 
or 'biU5h£can' converts et^l-iokif IFF 
brushesloixns. So use Dftjie Painito 
make icons ^ this nen Wortibendi 

Bnr^lccn Coni«rJsbflflftesBoinsitoaarrdocs). 

E^raph Giaplmg progrsads |ii.^ vakiM bora a file 

anddi$piaysfiem on the screen sinriatro 
the tame named Umijjrog'ajii 

K«s> VI VesMge -ranaffng progfa:n 'w eieecn 

rjr,^ k^s " pjsa er dy=sl-cn 



t ans j;r a. l. sa t n ^^^ s 

Iffi.fasiir Speed uodi?e'-wa-c&-« i^&aMa 

ST.aif fite iri eacn d rector/ nyi a Oiss w!>tfi 
contains If e jrlGi-matOrt about Ihe fjles. 
win sJsc reTiffve at ihe 'lastdir' lies frocn 
eactidi-'K^ byCUmaiesayiT'CfJ 

The LaaWB progia.'Ti cha.iges between in'.fflia:^ ana non- 
miefiaceWod-iiencli. Prev:ojs.'y. you 
wfte forced ;o lebc^! alter changing 
Prefe^e^ices 10 an interlaced iiree^i. Thjs 
pfO^rsm fi35be:ive«i!he"'0raa[anQ 
eflCRted sc'Kfi tog'i'.s. 

PW_Utiiiy A sharews'e uiiaiy ^a ProWnte users, 
dianges margin seriings and loni types- 

Guoj A CLI prog'am, prims out probabls causes 

fcr Guru madratorj; C scurce included 

DiiJ^Wipe Latest frm SottAa-e D.s:/;ef>-. rer.o^es 

tiles iron drectories or ti£\ c&ii-es, much 
laser Uia,Tdelo:e,' 

Sncw Ami^aBasrc makes srowfake designs. 

Mltsl Mailing lisidalabase. 

SoAbaflsots Maintain sceiuH tuiis^ team records. 

Dodge SnonUodUft-ZprogrsTUKTrtsBte 

WoiUnnch so«n aianJ ^ler 1 period si 
time, preueits meniior bum-in. 

^ I ^ICUS_g j^;Lii5 

Todoir Fay s SouxiScspe mcdute code Irom h(S Amaiing 
CcmpUffflartitfes. The soureelo Echo, 
Chord, TX.andVUistnd'jded. The 
Lattca and Warn C source oocte is hare, 
along with t^ executable modulas. 

Clai2 Updated prog to convcTtlFFimagdsu 

PostScria tits lorpmbng cr iaiar printers 

SDBackL^ HanfctSKbiddfiprDgwihLe^noci^Zv 
compressicyi to reduse Ihe necessary 
numoK'ol disks. 

TCB Prints infoniration abot:t tasiis and 

proKss-ES in the system: assembler 
soufteiS included 

FixBii.t \£\5 a funaon key aa 'kea rapid senes of 

left mojse tuion $v&]\&- 

DC A handy program fw peopls who use an 

Amiga 1020 5 VA inch dnve as an 
AmigaDOSkippy. A WortdufKh program 
ttiat Miicfs a Di^Change sgnal 10 the 
Opei^rg systtm: tfst^ of lyping 
'dtskchar^dl2:' ovei anj over agairi, ^I 
dick on Iho icon. C source included . 

System ixfihg File majiss. screen SH c&mta wide ol teirt 
in the Sciitel word processor 

[hd;2flajn 2 peogramsio rrcwe ttwSO^i&sfei speEng 

rf:cticrary loend iim l^e RWH disk. 

Lanical Analyzes a text tile and gives iha GLming' 

Fog, Fiescf>,and Kmcaia irCiCes wtwh 
rnoasuerodtatilcr- 

hanDufflp Uodyla-apfegfimfttfspiay/neniory 

ksatcnsinheiadecimj^. 

Tartan Ami9a3ajii:designTaiiaripa<is. 

DfVailer Diskcatslog ptagfam, 

BMP Days SSVX samjied sou-'rds in [fis 

Kckgro-jnd li^i s soneSirg e^s* iS 
J'.apqeal'^ n il^ Angfl.as yoj." Amiga ts 
bacsins. for et ample. 

StKwR CLI procfram changes ycijr pointer to a 

^ivenpoiniw. 

Ai.l£US «6also nas a cplKlioncitmousspoviiers. & 
Worktench prtgrarn u d^y Own 
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The Fred Fish Public Domain Software Libraiy 


The Fred Fish disks are collected by Mr. Fred Fish, a good and active friend of ihc Amiga. 


ft«ilFWiMik337 


bUnxVi'ars A:«ir o^T.e isaurg Kuid. kH iT.^AC. snc iwa 
pE^ya'jT>CKte. Yaufgttycuropporviviaiase' 


LabelFnn Aproonnlhal^<i«srPutoes^?|34iaUIS 
Iqrrouriisks. Tte s werscn ZS. a.i upsale to 


. > , ■ — - — »- — - — '--Te ■'■^» Taiw^ ^J^a 

rr^ pifTwu a tiaoOK sn|Ft«fnCPOn 


Bidyll AffkQa pert c^ lt» Icrx^ vaOa qs-ts r&T.ed 


Che*. Tft$^«£cn ties Efltnenunaougs and 


ra)fs.aj»«a-e of temwDfS refect ngya/ 


ver»0<tHlr«ni*t210. aiaiB«are,liinar)(a(y 


tfaaasemfaJBf tot* MC68000 tuairinJi 


islasiertTa^^3fFAW5v«iorvi Bws 


&TC5. Sr^fy ort/. AiAcf ; Onw Wagner 


isaaiMUitlmMita).Br. AndsesKieOs 


progoTii vtfch uses tfe Hiary tt dflHdniCiltf 


vcfMH III, an t^KlaX tg U« versOT [Mased en 


Fr^dRsh Disk 236 


NGC WanotWYtuschecHprnguiiL Cheekier 


ducp AnigaPOS obieq Ses, mddng U USB fl« 


tf^2St. Bmaj^only. ^J'ewzre AlcJut: 


AmigaBendv OptCTiaedA-T^asse-Wyversorsofffw 


boooockon Hiitsenedlomi disks am ispou 


syTr.WiCanjreocaijefiLniormai«a IncigOH 


0«verWagr^ 


Dhryswne ^j^Kisr-an. kvixtts SSXO and E8D20 


mitiindard am. Cliacki twjuttp allies ola> 


sajTce cckx di Draco. Author: Cfmi Qnj 


E}bua Mac^lna ndeFKoder-i macro bused C 


versiora Autfior AJ Ahrt: 


je bdent litnnes and iJevices and repots 


m-Mipt irFmaM'oif^aD-jngeonMajwgjrne A1 14 


ttebuOTi/Tgpacfeas&.PrtwdeslunaiortlJaco. 


DiskHandief AsaT|c't4Tip>crrcn:aiicndali<e6yitem 


suspcious entries. Version i.ini^ijoes source m 


l9w;5af8»nciL;(»d Author UnWWwn 


Wl«Tivopnn:ingo!iniwruil siaioir.lofmaiion. 


tnat reads and wi:as i.Elormai diskettes 


issenblj, AuJMr, UI(Nff*;i!isl 


Mombt) Ali-ik ybra.70! lojawsto a<d inoebugfting 


andrroTB, Thsisanupdaieiolhevaraon 


incJuflessojrco.Airthff: SoUaro Cstltor/ 


P^ A program to dttwuieTteeolPytla^aas. 


n:en:.ofV probiens, Worts wilh Lataco C 5 and 


released mdlsk 102, and r.cv< inciutlcs a 


Hean3D Aprog.-a.T; lo fud leit vBn:;kle outines m lie 


Vef&on 1.1, incudes source, fly: Arxjreas Krebs 


possibly wiUiear|«f versions lisleat<ir« 


rtiachim} ifiiepenJefii sacSi use accowni-ng 


Dutpj!! ol sn Irnatrx. CT sca.v£r, and disp^y 


Slemodteffl Atetn5l*eQame{Sleins{Wa5n:s4ns-Fsling 


induda s-ajr.ngailaloca-i-d memory, [rashly a!i 


mochaniEm. bcludes Eoyrce. Aulhor: Ffed 


wL-elzarr.^ a<'i'.7Jii>i:v.£ d tha bea'jng fieart. 


Reck') sutfl^piMOb/ tie author, Tiiisisversion 


IfSM :namary. Ve^ng iracK ol treed memory 


fiSh, prefMg suffW trf Br^yaK Baietjw 


lncliJc)essek'sraisa-n!»CT scan outputs Smry 


1 S,anuFCaleto*r^Siom.5fr«TidiSK22^. 


wth notfeatwi i It it wni» B. nftificaMn ol 


ReSajTCfiDtwa Ademovertsfio! RfiSouiccan 


oriy. AjTior: JonaL'a.- Hamarr 


Bir^crJy Auyicr: P?'.ef Harvlel 


mcr^ory freed twee or not ai at . nMiiCffifin or 


interactive dsassenyjHjftft ire Am^ja Thin 


Ij VerwwaiDflhBpopularLNlXi^yBarodOTy 






a ur^pM nvspoi eiev^ ihu :« 'i«va' 


liss.Ttoiiin^^pdai* B v«iiDn 2j0 bgtii «ik 




ysf^nMnofonmtafFfOnS^onlBfmm 




1 73, and induOH »x^ bus bM. bJppM br 


tnrt Ms neseerd) (Die Joakers ol forth 


pur^nsH. and ider«Acat>on ol vBUMns of 


3 oe. in tfdw ta vnte [L36 hvn dsk 15£ 


mtfpto wiUcKl ptfTATM, (MClw ftlriing. a 


RioliUon«3J0). Aloli*sitBrialliaslxen 


memory 41 se try Wwne and liii runbar of ?« 


Onvyortr^Awtfior (^UcOJmid 


basMt oAput new output Htti and rwgK 


|(ndno»ubd>ee»r(JGa«es). Beiewisa 


alQcaiirig raunt. )nduaa sojta- Attfior; Mt\ 


BrtHthPitfcm 


options, and wee oCivrwwfnuw. mdudu 
EDunsL Autur >js)inV.UcCcinsiciL 


mum 


T«6H*idi>9ugWaieei 
Aj&ft AAm pu to tan a n«*CU program ard runt 


Brii A genenlpupne program ^caicuaiesbafl^ 


ted and brary cyc^ /edmbncy codes 


Prtic BBapiBpogcaiaoflmlaaBitBaU-lledged 


Bnmies VkiouiuiisitrseedngetBtytBautior. 


n fv tiackground. tien ciosss ^e new Cti T ^s 


(CRCs). TntnodeCRCs c^aiiMbybntt 


DOS pnoess atnH needng to cal LoattSes ^^ 


SMngftgisBiintisckagelorMiFdrtisiyt! 


tc vwsion s. SI update B the msort on »ik 1 52 


¥« porralM across (jrflBmt lor Hw tut v« n 


Based u^idBapmwttBdaiaAOGE. mciudss 


amNUlHrrBiraedsiiinos. Oaffiirinire 


(«« vmien on ii^ 2 U appaari H) ba on a 


tha usual text kintul on oacfirriHni. Bhair 


KJurc&AutfKt LKScttiMib 


hsndnBols lor getting am prMngttniianed dale 




moM CRCi are portattB kr ftu ffiAt ara 


Xpr2jTioder[; AnAnigatfwedtenrywrwhp''HK]ef 


anliiM, UttBraiMiesuedbytieotierlM. 


ifTbtt Lasics wthmanyopUntzatcnsenabM. 


moved tfon Sjrfiwn n lywrn MtKM anir 


ZMod«n Uenrviareapal^ 10 anf XPH' 


C>norConnli$(neiOTpieelnieMigit«»t 


and an be made t«Hlen. lntiud» source. 


tlunga. BdkwbaimdiortrlrifldupdiM 


csrupatUac&nin^naUnj ptogrim Verjicn I E). 


Evsor. SpaivOrEsc^iiahardytwrdtor 


Author: flab Petit OaniaOarran. Greg S«»ie. 


an goitHddad chedoun heutar n Hat 1 nn 


IXfclOeS StXllCB. nJlhQf . Rck HufltXW 


peut^v sispptfigpograniouqu. bxtkides 


DougXeier 


t«|* USOOS. UNIX S^Wm V. aSO UNO, 


FraiHaiiikkaa? 




XprUb £r«0na«fieir3JtslerptDBWktirvy. Ooo/nert 


VWWMSantJArjgaOOS- TWtHrtftioni^ 


CiPiW Aneia.i«i9c'|iiningnt«CUt«iasK>«'y 


EvoiuMfi Ttvsprjjraaignphcalysiiuilatesttewyaonot 


and code eninplB tcr bnpienenting filters iiie 


L^d indubes sorce Autnor: R^xjlOTiesi 


cods. Mules «x«((«nne)tir: MGiag 


a t»MS d tugs'. «ie iisea keid. Bugs. 


translar prcfioccts using Amiga si^STBd Rnries . 


CKheCAfd Afiacceis^aSoCPUIauMwIth 


CType AmaierlBxtStraidv.buttNioraiisnil. 


re^restr^ed by nwiing Ufibs, eel isis&^ 


!>» is an ufitfae to ihe venion induded mCi the 


t<2i^zsni9^yitfsmi. KBtotfesthe 


iusonii^tetiiidnMHtMrMkxiil 


rapresenid by single praSs. Ther teutate. 


¥lptDgrafnon(fei(226, 3y: WittyUng^BM 


MMU u&c s« up &j S«CPU 10 Wiidirtly 


sraieo, i«mh.»jio« tfm (««nao«, *>! 


ompeie ler tod, lecoduce end pass nir 


FrwinitilhlhZ^I 


omtrd cac^u"^ \ac e^nti ekpantion canL ITe 


prirtinQcapdfiMS. Vnon1.a,ndhjdnia/ce 


nKiBlientioewrolltpring. fasi*s«ngeanSe 




*« i-^ cia.'^.pie o( r-cw an aK«&»ry progrm 


SI ISSBTiti. Auffior: U! Kdicn 


ofgrapiaantfsoflwaieseniiation. Slentiakw 


Atk. 'R)taAmjgaD05dtv<ad'^Mipli(tMntii 


can iack*wn a-^.Tod ly irw SflCPU MMU 


StpCR This MSeprograTijijslrra^es a K»lt.e ready !» 


mi9»andiMee««e.A«hor: RissHYost 




lai^e wjromftavng lo fgjd sii <und5 of MMJ 


Lse *:h Am^CCS. wnn ovy Uere&i 


fFT HigNyopliiiiod Fast FoirsrTra.*omlools lor 


merTEory tfffl fiivfvH rneu. gur J Jv and 


reQisiersand'igireitojtloi'yDu.'Sfll. VhejOh 


cha.-flSefS (Lf ) B ftart( jfie e^ of a M^eJI ^aj 


digits iigr.aJ pro«S5'ng TtierFTcanbeusetSB 


crashes. AnibsolJlantusllorinoiewitfikxsor 


rOO.inciLxJKaxirca ALimor DavaHayn* 


resd n a r.e wiy: OMLY Carnage Fieajm diarafiefs 


Cffr,pdie the loquency spectrun ol a c&Tipiex 


ram. ThJ^isanupdatdBthevefMr/eleasedon 


CrcUHs Cc^fJeleCRCG^iechliesri)fdiSl(SO0l-23< 


{CR}. fl/om a MacriDsh fwfi(a.T.p^) it wiii repace 


Signat Itisuselulinavarietyofdfterem 


dtskSfl. JlnownorkswitriuploSMbatnemory. 


usJigitwbfihpfogramaisoonihisdisk Thew 


then wth C;e LF diarocter a.-nd, il [ho lite leqoifss 


sf^itationt FkafnjpornandWeservefsJMM. 


11 was tewrinen in assembly and is mw faster 


were maflediredy Irom my masio* diihs. 1 


ns ctTahgas, the.n rt *»s iici get diahQKl. indudfls 


Mixture of 1%^ level and as£en-,biy ia.tgLage code. 


andmuchsmaler. Binary only. Auito Pany 


have svfiiched to EtA, Irom t'lo fc pffi^am 


Sttj.-cein asse-r.&y, by: BJ NffSW 


includes source (rer^iiesJFcrtrtl-Aulha: jo.Ty 


Kiidowit£,A5DGhr,C. 


laed n mate the iuls on Asks 133. 1 46. and 


PtusCR Cwipanonpogiain to SbijiCR, 4 reverses Iho 


Kalaji 


CSBS Tha WOflU 595 s^j:em itxvis -n smaiour ra^is, 


173. because [I^^sJno'e leasuiKirvJbecajie 


procsdufo. PlidCn pioducis a rjo read/ tor use 


Guru Hanfl^'guru"r.j-T.&er)!itercrEter(we)l,hartfyafter 


Onona:!' wV-en lor iBIyiPCcompattitii it >vas 


|ftjtC8PS4va.l&6e AyWOf: FfedFtMl 


on srKOTi wiieii «)i*e torn »8 W and IF 


rebooi anyrray'). ToiisypjWial-aiCOXOa* 


pofledatheAn^aflyPtt&haro* Jhins 


Pfri Rift Kri 234 


dia.'Uor! B nark t» end o( I Ira (Such as those 


nauntbreampieCLivsajeorti Saidaio'* 




KfrdkBackUp Ah^arCktsittAcMiproQr^TtnalwTiin 


nr.-t<(ig M&OOS kr sitmple, ifidjdes 50U1X m 


image with reodnte iie. ^cx^'ce (xde <.xiu^. 


Oedson.tfieC^BSgrixfi. PeleHaniB 


Caia sack by rack onto mjR^e fiopf^' ddU. 


assasiltty. Aul»ir. U Nelsan 


Author. Uke Haas 


FaSaQiO Apogra.'Rwnaipacneseifcuubiestf'iatUio 


Uses tr« andnfi bit. SMH and fKtttu 


S»ipU Coct;}lsBMie!dSt4Cnnll>lutCfl.t<d 


H2J Conveas-Cstik-ii'nkidegesscJFiXis^ 




cominants ard pralBcfian liQi, nd skjpi (Mf 


darken If odfiltiaiaCRortrBi.f used in 


'j'lies UsekfatadeieiopirginerbcKloiiew 


9a! 9i^ n longer use ihe protiMed pRvM^ed 


bad ipw during naofv.. Vnon 1 A. inobdts 


ctr<.t>.-.Sitin aiti SlricCA aid FVtCi). ) 


Anig)itrarieefteAIil>.eic SarOloneiBiige 


inflructio(».aa»fyorty.Ai4x!r: GnffaBrandl 


nuian Modult-I. Ai^v. Fiidtiot Siebert 


ajnipetes a tent Ue ccnwiion fytien, induMs 


and seine oodeAufior RilBiirk 


Man AEftiarafflscwirtoifteUNiX-flian'piogrw. 




scunxaiassenciir Auna.BJNwon 


HAUenna IkiflKS hack mosplays inning Ines in a 


Dtipjvs jtdoRnaxn aoou: aiopc fcam manjal 


T^is ons uses te Am sff«en H ifvw » Mil 


OS Qea^S&fieftCwiirtvdinjdelflrtAQpupoeestf 


HAUie«nigraii|p>sic(ai£ Usesicuid 


pages. DoesrutmciuditftydaabaseorBoict. 


us«iga3kNr«ni. indudmlMlt^rHtp. 




BSs trm HWSL < a»ailabfe.loradroi« sojid 


yw have to supplir your owi. Vanionl,?, 


commarvli tasaaixti tanutwidavnma/vis Id 




inal carrespor^ ;o ihe graf^ics ui^ge 


iTckntos source. AutBT Gany Cusnlwm 


p^IhQIKl W0(fc»w|hPAt.OfNT&C.in 


liiKsolmaHry«aiii MudHnmti 


Sa-rtaiaie unsge ara source esde. Auticr: FN 


HoCScfc Aprogn-nwhetisieoMStiecickinffofempTy 


rcfBi*lor(nw«9niB0d8t. S*fporB4ed* 




Bun, 


dRiMtfimeBSOOOunderAmigjDCSU. q 


164 iA bdd. ioiti^ underiimd. or inrtru km. 


DPId AsnpledEiJayingntilneiperanertaldiB, 


HeadCiean TlisFrogram.conibinedMlhaftRcieaiiig 


shoiidaJsoMHkonanMOO. Ths4vencn[34. 


VerKionl.B.Mudei some hModUi'll iftf 


vfoi Bifi'Qoais ol ftpportno paQfi} nvoujp kHs ot 


(ktk. can te used u dean the heaib on yorr Ask 


anupcalsBlhe wscnondiuzai. ndudes 


aH«inblrcocle.Auhor. l^ddlcfSiaMn 


dm ahd ;iwi*« catilsnibit tcaing i.id 


dtMi. SontcodaeiampiesolsBtsiihgtH 




NMWotk Anoihetprogtaffiininalonendtionol'HTttn 






Tin Abasctega^MeShanghBiorGtffShy. A 


haeki'latvAnJoa. mnMfaittiuf^fM 


um.KDtx: KKIHIiti 




bcM 4 torttd >«i a ta (f 1 u ttL M 


by laying wtui 4 dm. Versoii O.trcludH 


IBUUb Asnxed(lniy()l>!iJln||ion«imelFF 


Veniao U.AtiWr. Phi &>k 


ittanri sets d 4 iderftcal Hes. aacn wn a 


SOiminMaJuy-LAutFur: Fndtpf £«ben 


Bh, deii<M Im ta EA FF ndt. UTj Mm 


JusiBeegs Sinpeta.'npieolusingAuiCesidTiiier 


pc&nont TtaeetieaaBwtMiitfvllei. 


Prireft A?i!gia.'nto(WfllFFpcturBtGr€pwn 


various erhancKnonlL IndudesaiaTpiaol 


dericet. Playt a series o< beeps wlnseptches 


2ataUT«.byaatiingtdanicaltin. Verson 


C0Qp3^Ue 9 pin prinen. Pmts in oiry 


u^eeaiaylraiiCaiie.use-vrsjde.01 


are based en a jusl eeonet] w^ ^steei. 


t; .crc^u»» S(xn»B Moduli IL Autnor Todd 


re sdubons . wiTi many i«]rs B onvad coier 


BASJD, alutg «4]) ttUtt tv cia- p<e5 ^nd 


Sta-nSalor*iimgewitiSOuoeeodB.By: PiaBuk 


Leiw 


pcsioSiaAaJxJwttB. Versonl-O.ndudea 


inataosoode. AiAr. Jel Gati 


Uandaibrot AtastMandetntrendeiiigpiogaiitiatusee 


Frtdfisft Pis 11342 


souia in ModL-lsli Author Frdtjotaebcn 


PaiOui SiwstiMlsalocaaandcoaiwieiMitnetf 


sorrec/theftatherratJcalproperfesdeift 


BoolSJocks [>ear«3(toaj7enta;ior^oni*^a!aCTOl&oc(its 


WSPic Rcpiaas Workaartfi s mof mi^ an if F ri.-es 


vilti tie paraid poft hudmre (ram VI usem tty 


Mandcbrat set lo g-ea»r reduce the drawing time. 


and nowiiftcxks. ?king win soma wmpia 


nonifTtetlaDKlpi:!ijre.in2(y*miws. Vefson 


lahQtjage pn^am. Aidudes source. Autnor Jeti 


Demorstrales giaphics pro9rar:iming,asseeibly 


booi09C>(S and a pic^am u imtaJ a ciiihiom 


].O.incrudes source in Modda IJ. Ajincr: 


Sajlorijri) C CMlebyFh[«.p Unsai} 


language, rrerwssftS IFF Heio. Standakirfie 


bffiUiQcii. nciudastouitaiorihfrsampia 


fnd^ofSic-tieri 


Speed Aperiorr.ancQt»nchma(i\usefullwco.TiparuTfl 


imaga iwlh sourM code Author: Nick Didwvsky 




itHair flcpiaccs ibonicusc poiniei with a screen wtdo 


AmgaprooessidQ speeds. Peflorms lOOQO 


Ne^i^al^9l EHinplecl Neural Net prc^i3mn-.r^ convert 


JonaffianPotw 


crwshaii, wtikai isusay tor pos^t5n;na :h.ngs 


iieiatims ot w.t sc'eccd s-tjups ol MOOO 


lo JFoith, Oernonstiatesa p*Dgrarir:ttfig[echni(;ue 


Ch«ii4WBfn Allows youtochetftlwaspeciledfliiDgrtot 


verwaiiyorhorijonasy. Version5,0,incLudas 


ins'jictixswhi;eiiS.nqtTeDa!eSt3.-:ipLr^e 


that Riatiy sa/ islhe wave ol the lutjre lor 


memof/, van Mrtairs atirtbuiH, t;cm abatcli Me, 


souiM in hloduiall. Author; FriiJt)of S«bai 


fundoh to recpf a hcty jtiary licks it lajies 10 


sehwate TM is a simple d^ot^s!&^«j»s neural 


11 merequfenerrts are rairnei a WAflN 
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corapielfi. Ttvsliitwddurabon is 1^ Compaq 


propagatiaa Standalone ima^ with scuice cede 


retdmcode is seraraied. Venior 2. includes 


Ciic^ A base lotir hinder., merr-oiy reMlenl pop-Lp 


againsi tw Known prssvred tines, one lor a St pck 


Audsr Rouen tUQuw.porBapy Jack Woehr 


tcura Autficf Jcraihan Pocer 
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safr^]ieifna(}ejcfKarao'reaJjwipie. The 


Versolll.bnaryonlr. Auhor; HmtHStt 
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OdssOOS A iryware' verMo ol a mouniebie Lt&tX)S Be 




ini9r(ac9. is ifJts powU. nludir^ h/ooiiA 


activalor, ntfluse accetafltor, popd. pop window 


sisieniltriheA.'nigt This isasoltware product 






tatoci,!iusiiiiini«iobecii.es,>4gel 


nu Mews yeu H read M wrilE US4X}SlPO 


FutVmr A text ymwiPulusra gadgets Bl the boCDH of 


masking, ed9a(tetBdion,graaarni, etc. Thsi; 




DOS and Atari ST kmtalleil itjte (Verskn 2.0 or 


LhQ screer; (Bu can dispiay tnt 80 nitxivtt 




progmtrueanDMouee. TNaiiDMoue 


tAgtwtiirKavbomAniigallOS. Thtsoyware 


tn0ej. opent up to Die M heigrv of ne 




verakm^l.anKidtlelewiioni.lOonCsii 


xrsion H iiead oiy- wiicn wK* aw not 


MOrltoecxJ) screen, naitait Kialn^ and w 


avaiatjie Irom aiawf . Autnor. Jondhan 


159/169. ticUei)aKe.Ai«a: MuMon 


akw any wmei a lie didi. A Uy kncKnal 




Hamup 




^frsor, ls araiiabe lor a very leasonatSe prce 
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Imago-Ed AniCQnMW[natai?w5youloilraw£inde«t 

images uplo ISO bySQ.fiuptolEcofars. Afenn 
Irsehand thawing, soipry or Eted reaaigies, 
giiLpjel. &i^ tnargi^ tnes orves. an J pc^jgoris. 
copy, dip atXMt X or y axis , stretdviQ a nd 
Gondsnsffig, flood H 33d oomptecHdi^ Isti wifi 
teteoifft and loadne of br< style, u^ magrified 
and normal sized unages. and tM aclTA dnwin; 
scecTS 3l oncQ. 'nistsvBsiDn22,3it4idatBtD 
version LScndskJU. Qira/yoriy, nrc« 
ival^ilg trocn ijjv, Mrftr Jonatfiati PdDsr 

ifiR A tfweware g.ane 1 JtJip ArKi ftr} u ang 3-0 

graptics. YoLrias)(sucdieanebieplst)i^ 
on fre ft»S skJ siEps. not to !ai rioK' or oW tio 
steps, and 10 avotl sv^ morssrs nstieringi 
a!xx.i You can coSedvancxsscru of weapons 
lau»Bg^iis(0«AKinsfer5. Veraoni^.bireir 
onlf, scuceavAfatehm ajCnr. Auihcr. 
ArdteatEhfiiWui 

JPCtadi A short deck prograBiBAiiitBt packed w]h 

iBamres. This s )«Hn 1 ^ w uptfsle 10 version 
[indBk204.lncludffi6aice.br: Jonafsn Pdler 

PP:^5 Pi^lGrablePFGfeiEncesisapragramdusif^Bi 
repiase the sandardpreia'ences.hai sshcner. 
cna^eE^aenlandeaserlausa Braryonly. 
'^iihor Jvia^sanPooec 

RalelteAeq Aneasywaytos^ltEp^eQeafarTrKmnlrom 
jrojrprograni, hctaJdesawK-br^JonaSHnPoKr 

PopM) AsmaNu^wtiichiHpsopemagivDiou 

triEnukn^nullhe s&tsdf yowdeitassml 
nvnory. THsci version 3.1. anupt^vioMiiion 
3.0 on dsk 223. hdudes soiree. Aifhct: 
Jonachan Po:^ 

bootUocksawailiesioreiraUes. Frdsboh 
teotUo^ and Be bssed wuses^ TTis Q version 
1 J, txTiary ntif.ftiS&. Jixutidn PDtlftr 

FrriFi»hIHsk343 

Fragi Adynami^rTiGrnorynasherlQrDieAn'iga. Ftagi 
riiidom^ aiocaies and deai^ocaes ^jed&- 
randOTi sae values {jIniemorr.rsngviDlnDni 16 
bytes 10 SO0CN3 bytes t^ detauft. The refill ^ an 
Atoca^ nrgrwig/e. tXHsands d ntenory 
Iragmems are bei?^ c:BalBd and destuyaf 
conCnuajs-y. Ttis pOs sress on ite memory 
itocaiionrot^-Enesola'^aptf'CaSon uxiergang 
tesiing by sui Jattig a wry busy, figW/ 
Iragmertfed rnamoryenrtnnnerii. This is WEwn 
2.0. ieaitfing many bug E:ce$. a M in\*xt\ 
jmerlaoe , con^gj^jbn sellings rj the con, and 
more, InduaeiSOufM-a/: JuanV.HcCofn-iidi 

hiagdjb AprografnwhtfiperfijrmstfnaoepriKtrSSingen 
IFF pclures. IndUles sanflaKf mage f recessing 
hiuons such as convcfiAai, averagj'g, 
sjTrafltitrg.ertiancffreiTL Nstsg.'ams, ?FTs. eto 
AJso ircijdes file ccr.:Ersran fiBT!:nlcr.s. a 
dpbHid. and otter t/sefL.'ffrfWior.S- Vers^S-l, 
Unary only, Airthor: GajyUilBam 

LPE LaTeX Pidure Editor is i grapfncai «ti3r ta* 

pfoduang>di«s' br she LaTe>! sySira. wtKh 
may t>e imported by LaTeX Yoj can d^aiv bcisi. 
dashed boi^s. ines. vedofs. d-Ties. bnres wH) 
ceneraliecandptainieH. ThslsveTSontO, 
binary ofi*y. Auticr joeg Getssfe 

NoCick AprogisTtiirfKihsiencesttTecidnigcferTp^ 
dm«son:heB2SOaLjnderAcr.igaI>D5:J. tl 
shcjJidal»*orficii4nA500. TIWiSvMcf»35, 
alanmiruleifidatebFFZAI. Irvdulesasseribiir 
soirce codt. By: Nufuii tsoM 

Ptssitrti AproffWiiMchcfihviccsjwoonp^r's 
noxity bjT mniQ I ooB^ftatad enou^ 9u( 
u$ei9 ittKU TfvpiSfiQfd ■! get dsoomgod 
kyiig b beet ant lA leu' qr^ML 1Kt sNMd 
iBBp tut DMSt cuual or rertsdncd users. 
Version t .Zip, binary only, Autix GevgeKeiber 

Pccpy An IrAifoi based ddi coper sndor to fs 

re90ent*DsiiCcp)r- This is version 2Jl. a hig«y 
upgcadedrewpteolfiei^rsoncndiskiSi. li 
teaures h»gt] speetj disKccpy wdi rnite-vertty and 
daia recovery fj^im da.Tiaged Hacks. AlHOfeAgn 
hu gone inia making tin copjer kienti|i ki ia 
usaQQ, as MGJI in rt£riLibQ,s^ prq»ite&. 
Binary onfy. Au.'ior: Dirt Reisigi 

SiiTiGer) This program w2t ^j a 2 w 4 coly piture IS yOtf 
WorkBeidi screea UlhepnilLaeistkESzed.r'.wJ 
look much I34e a gertocfe, hencs the nana SmGen 
{Sifnula^Gefto::^). BJiajyonly. By:i3regc) 
Tavares 

SuporUrKS Anew Ires demo ftith a reattime can'^Til peneJ 
thai you cafi use to cha;^ va-ious aspects ol :ho 
action, hias 10 buh in cdor palettes, si^iport to 
tNhjji like cci Or "sniy^". colnrcycl trie. eo(a 
iMunce', miA'p^ reso^ut]0.is,and ca;i display 
^her fries or boies. Thisisversonl.Xbinajy 
only. AuiFior; Chris Bai^ 

W»pUtS Warp |vet5CTl.-S11,lhWarptversQn-.D). and 
WarpSp'ilfversionl.l). Warpmadsra* 
fle^^iems and acEiTre^ rem intD a cea^ressed 
versnnTiancrEnaraB. UnV^UnlHtbtCh 
tfiurilesysiBms. WarpSpBspBslheniupInto 
tnaHar >ec« an a «ack by track twit . Sifwy 
only. JUnr SOS SsCwarB 

FfriFWiDttkW 

BSChvnpon TTis'sSoocSDdcChanipicriLannri'Kely 
done program fa alQMS you tp loat sve. Sid 
iralys 3ny bodblDdL Ths is VBTSS) 3.1 . brary 
crty. Author. RogerPisdfin 

BodfirvQ TTkspnjgrancrMesat^linncntiB 

booQAKk fit any AJc wncft vR appsf aAff you 
iraart the (tsk lor booing. HabeKtracanbeip 
lOUdwaciBn. ThescroUnQ^BitpofBoncanbi 
uplo300ctmaers. TlqisiiedionlZ.an 
[fidalB IG verson 1 .D on (fsk 1 Sa. 61137 only. 
fcjtBT fiogerFschSn 



FMC An ilienutwfl to nfrNioFafiilJtcn program, Uwt 
a Cuts IcUfl swicK gat^ot to hm tast meruxy cxi 
oroir. VtfSfOn 1.2, induces snneinassiamUy 
ecde.Aumori RogfnFisMn 

SizeCfwcket SuBchBdcerusasafstoJpDssiblesiiesota 
f do ta chock kr ifwpoclad changBS in fe stzs of 
ime flet For emov't. 4 an to used H f^d a 
M vimt firlD fiOH oU Ghangw b f« 
conagunlan of your Qfdn. WBi Iw spproprtile 
oommsnii eddad IB your eUe di. yw can check 
le He nhai verMn cf t« Bh yflu an utmg { 1 Z 
U.1.4,ARP.Din- VmknlJQ.bhiryDnty. 
Ajthor nogarFucMin 

Tet|[>i$p(ay Aieicidapttrproem.ikeincre'criess'.tKji 
about baV ft tin and handles al screen brmxs 
[paimclrtHlacata>tcdBrface,DU:). This is 
version 1 i2. an i^idila 10 Tflrtion 1 .1 on disk 
IB8. Bffwyonty.Aurtw: Roger Ffldiin 

XCdor Aprggmndestgnediocharvatvcclortoltny 
KTMn. you can Mo add and iub»Et bitplanes 
In tw acreea a oonwi «ii fcrean K black and 
iMB{giivtata}.HnftaHMIanl&^ 
lowra. Varsion12,'vkjdeseourcein 
aisombiy code. Ajtw: Ro^ Fischbi 

FlWlFlti)Plrt:45 

ATOF Afimaiiui&tyihataiOMsyoubLaemQnijal 
aJiatierd*k*il?soyi using ffieCU Versionl.O. 
bnaj^on^.Autficr: Roger RscMji 

BooUnVO TNi program (T^let a imaJlntro on Pe 

boottleck C any tiitk, «rfiich«« appev ttter fCu 
narttatfft far booing. Thiiiilhe'nstl 
gtnoration* Bootkth]. a moe cckirU version run 
W one on cte ^-u . tut tW ted Rus be 5h:i!sr. 
ThafenttnacanbeLjpu24cnaraaefs. The 
snond and Ihml Ires can be up to 22 tfiaraclers. 
ThescfQfingisitcanbeuptoSec^araciers. Tha 
is tisti generaikvi vanionl . r. Elinary orfy. 
MKt Roger FiKMn 

Fensw AprpgqfflirhichcanfiperBleonwindOviscwfVd 
bj sntw progiarn, to ttMSfieni, ctun^ fKu 
«:», letresh gadjen, rrwe |« «intow to fw 
bickgm5id,etc. VerMiUl.inckiMsKVW. 
Author HogeiFsdin 

PaihMattor AlJonh^uftsterwijiloeof tottnt Can 
be easjy cm^^ured by tria prognnunw a ftit a 
vantfty ol applicatians. hdjdes souoe. Ai^hor: 
Jusiin UcOormch 

RevcrsI Pbays tfu dasacaJ leven- gairc en an 8 ^ S 
square l<sld. Version t 2. ini^jdcs umss in 
assembly code. AL/ttw: WarcFacNd 

VH TtiiiiabiharyupCaUMo^vl^frDgra/Tiondisk 

226, antf fixesi problem wjJi coitomal protocol 
nppOl. Vai mil. need the rut ol ine h:« ^om 
*k228.VBnion*.065,brar>or^y.^Bw. Wily 

Ungeveid 

Fred RshDbli 246 

Dmake flfiJease wrr5«n 1 ,0 ol fvlatrs vsrsicr\ of te LfNI); 
injlteuUity, Update tobttave/siffireteased on 
{Jisk tTJ. Feawes muftpte dcpernSancies. wfdrard 
njppon. and non^. Binar) onfif, A;£hor; r^ac 
DOon 

UbelPrtnj A progrismifui tflowi you b «u^ print labels for 
yoirtkfiki. This it wslon 2.5b, an update to 
version 2.5 trom dak Z3a Shiiware. binary cn^ 
isource ava.-tdble ir^ auTu). Mttir. Ancteas 
Krebs 

NComm AtermnalpropimfortheAniQabaudcincanni 
version t .^. Ha» hot k^ kx TiDsl program 
kK»ns (Mudng daing ip to 10 phone 
nunbers], PAL and NTSC s^porl tar nirmal or 
■lartaced screw, icnan kOgmlsii^an 2400 
baud. AWS^VTiOO Wi Bifc^ enOaiiQn »» M B 
ooto Mri hflMrt BU ^ifftci, opeonal 
VWWan diilH, vH Kreen snds. UI user 
corvdoloQltf'pBlitli.Mlfi^fsonkar al European 
tanguages, lun aerial port corcof niT) baud ntes 
u^ to 19200. sovl tinOdge. F'oietxnk. 
keybovdmacnis^andmaiv. Vertion1.a,bnary 
oriy.Autwr DJJbnies,DandStodXet.al. 

fM^lid( A program vifichiiBncejIieclclDng of empty 
de»«ionihaB2000undarMbgaOOSU. i 
shqyUilsowotkonafiASOO- This is version 3-6. 
an LpcUa to WMn to venicn 3. E on dltk 243. 
kckjdtsaue^ysovttcodd.Aurcr Norrrw 

ScTDonSiaiD AUyaryandiupportprograTislhalenat^e 
ippiicatians toopen upwndctwscnoiher 
attKtcations'custcr: sawns fa eiamp^c, i^our 
ester may want itj open a window on your lerminal 
emiiakH'&saecn £o y^j can cocnposea message 
wMa sbfl being able to see the cor&ents of the 
temiinaJssacon BoinapplicalionsiTnst 
anperaletDrtnescrconshahtigtawark. Venion 
1 Z indudct source lor >riter(au ponHm, Auttwr: 
WUyLangeiwk] 

Ty AtoiitditplaypicgrambaudonAffi^galess' 

version 1 .0 . Has both lierboard and mouse control 
ol Id lunctent, an intUlion inHrtac«. and ui» the 
An iga specific kayi (wch as t>w HeFp lii£y) 
{nracfy. Verinn \2. irdudes source. A^^Unor: 
Hark NtxJelmin, Bci) Leivan. Tony Wills 

Fred Fiih call 247 

Aj^afogJoys&ck Stftwaiesupportlofuseolanalogpjstklu 
on the Amigi. incfudet a bmer, a deader Ue ior 
code M: calB tw drrw, and an anmplB prt^jrafii 
M uMl t* di^. hdUlas Bouree. Adhor 
DiMeKinnr 

AssenToob Acalac(kino(Btswbicti(haJd&eol 
9FHI tfitereit to Ainga Bsembiy language 
pipgnfflmeri. Tlwcoleclonhclute} 140 macro 
ioulnes rtiUi nuta asiiaoDy Jan^jaQe 
jrogra Mm g a iGteasiar'. ThftcisaboaBnryot 
mines ooncaJrwigbiAredC'Ae Be handb^Q 
knxons {lopen, kkne. Igets. Fples, e)c] and s Be 
ninerBqiieiier. WriiE:nesafBre'er*art, 
lnAi3tt>0tfC*ky«iaiTplffprg7»'nsv^tit 
macnis and Unry, a.-ti a e5cC2 cross macro 
UHn«ltr. AuPcr JtAka Mann 

Renuuie^ AooLfteafprcgnmswhchr.akepMSifiia 
ramcto access to yoLT Amiga. Onepngram 
checks the serai pen tar an inooning cA end 
starts a program when A Is defecttd. l)w otar is a 



password pnsecuon program «h ch aOows staning 
various programs based upon login kJ. ihs 
prpvkSng sane raifana! secuny or yctf computer, 
Includes source. Auihor Oawe ICnzer 

Xprl& EjiletT^filebsnsteipmtocolHnuy. Docmiert 
end code example lor impietner^ng exemai Ua 
transler prctoGds using Amiga sraml Ibrarfis. 
Ttis Is ver^Dn £J!}, an updaH to tvvsnsion on 
diskdKi, vVimanyeilensians and 
an hanc amflfi ak trckjdes sample XPR Unryani 
fioua. Author WtyLangeveU 

FftdFilhDiSkZAfl 

AmiGa'^= A prc>$:!Qe£niion end mvtagamertKtf deigned 
ta crcaie a bmpjQ, jnlBradK« method ol DuBininB 
ne 'tek requirBd to mnqilBlB a particUai propKL 
using Etw {^ANTT ttqr] a He inpuE Icmai 
AmiGvia displays Die jnifed in a nff^MM 
mods wjh tupatata waIoks lor she QAHTT dwi 
Bsk inioTisfion input jBfiiAS httiogooi display , 
and Part ct«rtd()p(ar- Up to 500 tasks may be 
defined br any prcieo. and a project ny ecrtan 
other prqeas as ta^is Verjon 3 00, shareware. 
bnaryortr-Air-hor: Dora'iTtfMn 

CLJ-OiAnA simpia liile prcgram to cfuuiga Ihecokxs of fw 
border anxnd a CU window, Include source in 
assembly coda: ALlhcr: UchHiSint 

F&pper Smai. ^OtheiioprDgrvn. Q^mtuseany 

kxk-ahead methods. Binary ort>'. &y Michael Sim 

Wife f^ eiarr.pe tf 3 fuly i^^^irt nuv gefwawi 
procram wrtaen n assonbiy tan^ja'^a using 
Mann's aisein bier. Jndudes source. Author 
McftaeiSrn 

NetHander The Softnra DtstaeriTi nahnrkBamiani 

handler (^ET1. using Matt DBon'i ONET unouftl 
oneAmiga'sdevices on snedier Amiga lialso 
sones as an aai^ Be system wilten enbrat)) in 
Lames C. Versjon IJ), indudas sourca Aurnr. 
So^ifrareDisieery 

R^Bi An An^ s^ared tbrairy wrscn of the {jN'J 
regiJar ei^f esscn package Irom Itw Free 
SothKBre Foundat«n. A regular rpssjoi a a 
concss method d dsscrbfig a. paiem of 
characters in i smg. 8y use of ipeoal wldcafdi. 
dRK>S any paBom can be dBScnbed. A regJar 
e^fssicn pfflem can be used icr sfflxh^v 
strings ki EucJt pnigrams as editors or oihv svini) 
Standing programs. Ver»n J^nckJdas 50ur». 
Authcr Ectwn Hocgeibeea. FSF. ^ Mickfa2 

Fred Fish Pi5k2fl& 

Morviiz Few ceajla-'atflotnaa programs. AutorrvaTronts a 
one dJnensfifi^ ceUuiar autonaton. C-ud is a 
auKimainn based on a sun index nie, Demon is a 
cyck space autocnaiBn descnbad in the Aug 39 
S&entfic Amencar. and Lite is Ofw el 1^ oy Bsl 
andt£dk-CMtiotaiceiiLj^aut£MT:ata Inc'udas 
xnjKe Afiw: Gary Teacrtwt 

STiccf Sicefcompjiesanaoispi:a)^irnago$&'tr« 
MandybrctandJuiasels, Unlkfimanf 
itoid^-a pftgraJTTs thai gerwraie piauES 
dirEcGy, SJcef cixnpuKsand stores an aJ^a^ c^l 
raw daia *twn 11 ma/ ffien rande- c\o pictures m a 
ruTibercfways. VHSonl.O.biraryonly.Author; 
GafyTeatnouI 

Ti/Mile AtwodmOTScrtalturingmachrasnftAlDr. 
tmagha a soial big oVAkig fliotfid on yotf 
cofTvJMar Asptzy iinwig one pini al alow. Al 
8x:i; stop ( uses to iraanttt OK runber and tw 
color ol t« piiei if s on as indeies ifltt a act o( 
Bblfls to dadde wtial cotor 10 ttBTQa Sto pixel to, 
«hai dreciisn b inove, vd w*m b nev irumal 
aatsshoudbe. Soi^tx. By: GaryTeacho^ 

FrTdFiVT[)is)i2S0 

A&s>:plei ^cTTfiJerfiaitaKrtcrfiheSimpieialgormTitor 
st^irgfrvarpof^ants. Buses the sandvdizad 
litf>SX-lorralfcrfttoutdatatBL IhsisveiKon 
1JS^ an upMe lo WRioR t^ fin disk 199. 
Changes iicme bug inn. tv tiAy to >tf^ bpn 
CU. irs can widnr lor 10, and some tew and 
fflfiffhitftffliiiifflanit Jndudffi Source. Auihori 
StebnFcrsler 

G/avity-WEA Acctestalmoticnsmiiatcrtaisiniulatestto 
mo^ pi t« 13 Twerey bodes in a Nawtfiian 
loverw. Thewewo(>*^nUaionmaybe 
scaled, rot3tsd in tfir^diTiernJonstfrcfUiiioried- 
InciudEs scvce. >iitor. GaryTMChod 

Paranods An asyium escape game. Paranoids itandttongl 
board ga^m plai«d by drawing canlt , robng dee, 
and moving pieces aromd the board. Eochp^yer 
has six p*cas, (pur paterai and tw& doctors. Tne 
object ol iTe game is to gel al of your patents OLi 
ofiheasyltfii. ThiS!3verwn1.0.b*iaryonly. 
Auihor: Wchsrii kOeison and Qary Teac^KUt 

flPSC Arev^EpdishscientiSccicUaW. RPSCisa 
progranm^e RPN calojiatorin Sua HeAictr- 
PacKa-dnaftlon. nsuppotscptralortswilfireal 
nLfflbe^s. onpiei rfjmJjofs. ™Bice5 and 3D 
vedoiE, as wolas storape and recall 0! label hi 
variables. [>a!aarxj programs m-iy bo saved, 
loaded, or h-ntien as ASCII le:>t.t>i Arrn^aCOS 
Ties VI vNnaryonly. By; G^iy TeachftX 

Fred flsnPIs^ 251 

OeOug A symbol de&.'gge- fa che Arni^. Feab/es 
inOude symEolicdisassernb'y. sffipieepression 
parsing, muifils brraJipcints, manory tU, memory 
dumpL sinste sep ^ UK» mode, skip ^er 
5ubcoLifervs.Gti:.v2.tO.[viaryoriy.Aunjr: Jni 
Thtsceauand La-oy LaPkine 

OokSaiv Agt^kreKv^ryprogranilDralAmigaSetysum 
devices Snl use cita"B« Araga Slandard Fie 
System orthaAcnigaFtAPleSriteni. Dditsi'v 
creates a new Be^sM) urucfen on 4-ct^ei 
device, wiA as Buh ttata satvaged from ^ 
ocigiiBldei^asposalilSL This4Y«r!ioii.42. 
an uptab b tfe icrsan PGfeased on disk 21 2. 
Bicayor^y.Autfiqr DaivHajne 

C^iskSpeoCA dtk speed tesing program i^eoic^ designed 
to gpre tto mosl Bccurale resiAs ol Vv true dak 
pertannanceolAedskifiderMSt. AuoniK^ 
updatos end maimins m ASCI daBbtie of dsk 
mJis tor tostod dskL TNi to veoion Ti). 
irdudes sauce in C.Aulsr UchaatScu 



Lirtttrcn Some ctu jc^'kaneout small programs Ircm itv 

bnsiFDm taitiif. Indudas some basic games, scrw 
programs based on tigorshms kcm Che Compuler 
Recreaiicriscolunin n ScxmificAiTiencan (decHn, 
tLTinitos. mourttaJn]!. and a teh tar*, simiiator. 
txkides sauna. Aufxr Uoyd L^trom and^ly 

Uonopoty A smiationolvie Parker Brorws beard game 
UOHOPQCt. Krwyorty. source avaObta Irqin 
author. Author Ed Musgrpve 

RoadRouie A trip planner that takes eks of c4i»s and a istd 
known routes betwfltficteB. a nd genBtate s Bie 
Oriunce arid time requceS U reach yod 
Oesnnabcn. VU, Source. Aufiiy; Jen SunerMcT 

Fred Fith Disk aa 

C::SiO0S A iryttt'i' verson d a maj^taWe MS-COS file 
s>-sien!i ^ori^e Amiga. TtistsasoBwarapnDducl 
mat allows you to read and iivrte US-DO&POOOS 
and Atai ST tormaced disks (Version ZO or higher^ 
direcly From ATigaDOS. lhittry«4revers«nttB 
^readonly' viSfaiOA. vMch dstt Kit alow any writes 
btiedak. AlulylifidiQralvvrAniSivtfatiebr 
averynnsonabieprtekcnCOKSULTnON, Tlis 
IS versioni 3.0Sb. an update to version 3j02 on d M 
240. anaryDriy.Autnor: CONSULTBOfJ. Leonard 
Poma 

TresTnvia Very nice mouse-driven tnvis type program (or Star 
TiQk lans. CorvairB 100 qtjei^oris with addbonal 
iTMad^avalable from Vie author. Thisavemn 
2J1 . an updMe to tie vernn on dsk 1 BO . A-vj 
«kjdei iO ie ciaUu skMlertte,atftoatmode.anc 
EfOKotttgAndmust. SnaryDniy,sh2reNan. 
Autfior George Broussard 

Zerg An UHru^iyto flat oftes your dander ttnugh a 
sifliplB but deadly Cvtuy Mporu i«ee you g« H 
sUughter mornm. ah mC) tt« in^atjrtarts d hjiy 
popublad bens, embark on n^ial (tuestSn pu-'fi^as« 
a ptetura cf wapons. est spels. arri oecrnnse 
occupy yoi/att nh^ you xmoutens engaged n 
more important !)usJ"«s Vefstm l.D, bnaryonly. 
Ai£hor MikeShaaxo 

Frednshmskasa 

DumpOifl AsmallLi*yff;atpmisthehe*dinpsof2!fiflS, 
wlh an anerences behnen these two fiies 
highlightod. Version 1,Q. includes source m Modiia- 
IL;uthor:Fjid^Siebeil 

Elentents Veryniceirteracive&ptayollhethePenotfc 

T^je d Elemerrts. Can dsplay a large amount of 
pervwi data abou: a selected etement atong wt^ a 
gooddaa*of ganeraiandmttceilaneouEinlo. This 
IS version 1 2a. an update to V« men on duk 
Ui. It load) faster, tEdta If) less dsk space, fijces 
a nrar bug. and adcs a coi4ile d enhartcementt. 
Includes seufcemC- Author; Pai^ Thomas MJer 

KeyMac A kayWa^ macro prxcssor mt aSows >ou to 
record keystndces 3rd S^ien pfay them bacJL 
V0.1.Scur»inModUa-li.Author: fndijofStfben 

h^WB A pcogrvii thai makes a possible to make your 
WorkBench screen as large as you iiiie Version 
1.2. Source inMoAia II. By. Fnd^c^Sfben 

WuchMoreAnc<herprogremlkc'mofe'.i«i'."pg",etc This 

□m uses Its cnm sceen to shew the text using a 

skM loot. Indgdes bult-n he^p. ccmmaneh to 

search lor teit arid comimands to print the text 

Works Mlh PAL or NISC. in noiTOj or overscan 

modes. £t4)por:s4caiicngitinbcid.i'^i;, 

indeiSrwd. Cr tfhftTH fertS- vers-cnES.ttissn 

ijpdatoto'versioni.3!n3ndsk234. mCLdes 

source in UodutH and aswBitiy code, Auev: 
^-.-fc^-j^f -1 — 

rnolpOrSMOan 

UufiSeMciA mal proQnas tfiit tEi*6s I possUe to hIqcI 
leveni Icons on the workbenOii *<haA htvtfig to 
pressihe5hflt«y. TKs Is version t.O,irckJdes 
source in ttsdub-ILiUJdw; Frtol|OlS«tw 

PowerPacur A Shareware coRinand and dal2 CTtfidnr. wO) 
alulirbiiQnuserirferj^e. EiwotfaMetleswbidi 
are cttfKhed ate atiomafcalydeptfached upon 
exacuion, ms saving predous disk s pace or 
lyftemswtuuthardddcs. Versai 23b, binvy 
orty.Au»tor. McoFflnooj 

W^hBdOw Asm^ program ihaicreatesashaSowky 
evorytting that s ds^ajrod on ^01/ Woi\ Bench 
(Windows, k^K^s, Gad^is. Uerut. T>ail$. eicl. V 
i.D.$oifceinl^Ua-il Ai.inor, pTioijol Siebei 

WJi CUcommand l^al altwsyoulo stal a-iyoSher CLI 
ammand several isres and give it ai 3% Mes that 
tPi5.'ch a Hig panem zt an Aigntn^i ono 3I a tcne. 
V 1 0. M>K)u!ail Source. By: Fndtjol Seberl 

Fred Fish Disk 2M 

Eiaifl Anffher "misfa' or Irs" type tik! reade'. «fiith 
fliflHS tom !fia others n that iS supports 
tupei-scnptsaind subscripts ai very kwrnemory 
cos!, and supports a compioo Ck»Kaiphat)ct. 
Ixiuies Mijrce. Author: Wdnam Kammof« 

Macfill A mouse acceieraiy pa^&T\ thataisoirc'udes 
hotkeys, the featires d sm mcuse. dicktolront, 
pcpci. ti3o bar d<oci< ivith 3 b&s onfine charge acoj.- 
mytawr.anS msfB. Thsi&versioft 

2.G. an Lpdaletoversior>2>ic sneakies. Binary 
only. Auttor Brian Uoats 

PigemLb A shai'atie kbrary when itip^ints AmigaDOS 
paSem mxicting, and a program that campjes 'U' 
Bes iras Sirary headira and invtee stubs. 
Inckjdei totfoa ri Doool AutiW: CtinsQiiy(7]i. 
postodonSOC&yJeBVAAe 

SicCan AlasicfononeorhioptaicrgamofUieing* 
Slofcary Shoal iDckees at your oppcneni and »qU 
his. Sharyorfy.Aumor Brian Ueets 

Uedi Version 2% of itnrceihanwaniadur. Has 
learn mooe. a cornrvand tar^oga. mru 
cusanniiatcn.hj^icf tout, and otftofuMr 
canl9jnbiilyandc;MfTU4bi>tyI*a!Lfts Brvanf 
oriy. shareware, reptaoes <«s>on 2,«g on ct A ifi. 
Author ftck £-.^ 
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by ttK auto, rat siTiMtes oomfiat b«w«o »» 


imajB flBU fttn arTK an*er icfifl, or ar iFF 


II.artifdatototHvarHionctskiAS. ttiudes 


fiana in FORTRAN, Mot H^I Brand. Crag 


V!awe9V*.tsbcnmiiTaa)re%. Tthtiittixt 


9ctL(V fila. Tha riapa ttata is :3nMn en ffw 


wurniinass#iiatycod».Atfa: CMr Wagner 


WuestJain«Lodur 


3.6l,vii«dataBvvMn3^tonMt205. 


Krnn » yoj can lU eudY *^ }0u^ iofi "^ 


FffWinihHiKZW 


Madge AwmatedmaoiQ-fcByritdicr based en 


B«9VDriy.Auftr:Ra4fiR«K] 


loAUia Youanilsooolheeittierwiy.aniJ 




POPCUmti a uiique method ol 


Pmr^tfa An«tylouH,leiitileatf«ool({)rognn 


(Oifcfi IFF 4te3 Ifon Icons, wtich can Then ba 


obred ol rte game a ;o condense al ?« ca-'ts irrc 


-Kwvttianldng'. iHnluymare.jjsttryit! Tta 


ug^aoArngartjiiufirtartau. ianbousad 


kjaded 1.-30 a sarrJarJ IFF grapHici ftfier. 


ore pac. The cards a:e dean !a» up hm left to 


is vpsDA 1 .3. «n updw n ve<»ion 1 2 rrom (t sk 


Sleep Back of ft inancial varsactlQra or a 


Vcreon 1 .1, bflwy onhf, sojra avaibUa Iram 


light. onaaiiUn&. Pjes are biii by movjig a 


189. ?4QNini:;ijdesautanatic^ercnunol 


cheque. baf*.6usness, or sfldar account Sham- 


auyiof. Authcr PaiJBiLn 


card ot pie Irort Bb tet cmo a Ci-d Cf pie ID the 


diilerentDacerns and same bug Sies tvJudes 


wi-e.&ra.-ycrty.Auftt PierreAduPafie 


MEO Afiiui^ei^icrrrsucnrkeSoundTrackar. Asong 


n^. Vl.O.'l.binaryor^y.ALlhor: SleveFfaidS 


Kw/M- Author: TomasRdiicki 


FfidRfihOiEkZ74 


ccnstsss of up So 50 y«ks o! music, wWi can 


Calodaticn Demo vet sJon ol a soitairo r/pe card game. The 


f,(a5ab fi FORTRAJ^ pKSaBe (MATrii LABt^aioryl 


hPii EmuUiss an HP11C a!oia:or.nc!ud^theprp- 


bo played ki any order, EdiUngteaiuKtindute 


ofijoct ol irw gamo is lo slack ttw cajrJs into lour 


dewtoped by Argcme W jMna! U&OtaWfes Icr n 


gra.-ii :r,od9 Feasues an CMOFF bu3cn pial tiAnl 


cutpastatopy Vxkz or bto*5, dHngrgihe 


DfdwHd Jlacks.cno ml Wuiis by ore, another 


houseuso. liprowdescompfDhersivBviKtDrartl 


the caicJaiof into an lOif^ that wJI sit and wnt uitil 


vtbrato. lenpo, crejcenda. and nolevoiume. 


iha! counts 6y two. another [hat cfiynis by three 


tensor opofiiwjns in a pacitagewlncshmaybe 


yoj need it again. Triis is veisiom.i. en updaton 


0^& teawfis inCivtiD swichfig d the Jow pass- 


ind ma'tKt thai counts b/ lour. Version VO.S. 


pr^jgcqfnmod D'^tur trvough amacro langijafHi or 


FFtSa, and rndudos a i™ bug imss and minor 


hilar on & oH on a pet sor^ basis, and a euia 


binary only. Author: Sliw&Francis 


throu^hweculiCflOlsc/iptMes- Supponad 


yianges Binajyonty. By; David Gay 


iJtBe animated pointer ol a guy dang 'jurnping 


CCLib An Impiemontaiion oT ihe siandaf d C library, that '\s 


functions uncTudo s^n, cos, tan, ardunctons. upper 


KeyBii This Irttle fiack w~JI make you lihink you have mice 


jacKs'int^etoihfifTiusicI This is versxm 1.12, 


done as an Amisa shared Itoary, ccniaining over 


triangt^a'.lCfW£firianguiar.deienn:nants,malnj 


sairrying arourwj ir the back al your corriputer. In- 


binary Oi^. Sotf ce for a player progiara 


140 lunctions. Version U. binary criy. Author: 


muJtiptiqaiiQn, ri&ntty. hiben maiiicss. 


dudesiouts.AuiIw: WarttSchretlen 


irif!ud$d. Author: Te^oKinnursn 


RotartAlbtKhl 


egerr/alues. eigenvftiors. rnainx roo(s, mava 


LrokFor Agei^tal fnd that Ite'utiMy vi+vch Ishartfyio 


RolanfDilO A program blran^fersouKisainp^ 


SeaHaven Demo version ol a sditaire lype caid ^me. The 


products. tT^ersion, a-Td more, Am.saspeiil'C 


twd drives. myftiFie dnves, ir^i muStiiayered paLTs. 


betMeefitheATugaandaRciardO-IIO. Version 


oti«1 ol Tki game i |g sepa-3Js the deck inio its 


(eabrosinc'udo Mirkbencfi startup, poia; plots. 


LTdufles sowce. Author: MarXScftretien 


1.0,bin^onEy.AiAcir OntarBnitt 


kXK suits, «a^ ^ an ordeced stack Irvn aC8 to 


ccntcur plotj. errwiced piot Sutler ccrtf of. and 


SWeMasIsf A Sdesfiw progr am -/ai can show anj ;Ff 


RaianJ3220 A prtigraiftfiBstderniid camples 


lunfl. Version 1.1,b<fiaryofi£](. AuSior Stme 


afgothrric plot dsp'ay generation, irctutei 


I'lBM ptctLTB. ind^/^ HAH.*<nhtfbnsW, 


betiii«ntr>eA.iiga«idaneland&2ai. nets 


Francit 


source in FORTRAff Aulhcr: Clew Moler. Jm 


tves, inier'.ace. and ovcrscaa urns ttwal 




Fr.HinihDlik»l 


lS£iJt 


dii«rerif «Hpei. Also has an AAexc port and ii 


*ttl99- hdudessei^nlefihaneanwts. 


CopOis Acopporixtd^suseaffileffBtcanbenjnhTnfte 


FrtdnshDtsfc^ 


tarlystial. VawrtW^ttfBryorKy.ByAncCalay 


Biraiy only. Auour Dieter Biips 


CU cv inkad W'Ti a.'d i\jn tfeeo^ frtim an a;ipuC£- 


Dooor A ThsannaconotAmguyDntiabuivQialcouiis 


Snap AlOQllorCippingtedorQra^KslranftsccHn, 


StfAlan The M maze demc from ask 171, new apanded 


bcnprogram. T>niSveisicnQ.Ciar^ift;i^jdes 


Uarvf^iemry K fw 1969 8A0GE Idler Oamo 


tang the cfipboanldeMce, Snsplnctsout 


wflh shadow ift » ccmbofi B give raofB serMB 


icurce. AutDr: Kail Lfihertauer 






of dream- Inajdes ions. AuRt: Werner 




4D}i«Ml«U«fcint»a*arAuttr Uinin 


tfaerertlorOLlM)inapa,,aooBnadEJ»aaMi.B)d 


G;rtW. SnadcwsbyDirtRoiig 


tfweponatrampoine.andnore. hdudes»vce 


Urdis 


nore. Versjcn 55. incfadB saKt Auttvx 


FfKfHtii[Mil.2« 


n -^TKiar lormif. Author: Robat Corns 


Kkla TTnlr«»tdacnonJiBny-ser»yiDlhe^9e9 


UAaelKarLssan 




XprZmoden An Ar^iji snarM Ibrary whicfi pny/^3» 


BADGE ADer Dvno Corvw. *tw? e won 4in 


toper Verytomprehertbflpjt^jj.'ntirrflrvia'and 


olUu auDTUVn u descnbed in tia August 


2Uodem (to transJcr capaWty to any XPR-coft ■ 


ptwL lOdetiMintmdifalatfujiH^it 


ccnm syHeiis aovi^. Uonacf cpj. rretrcry 


^9e9,aMdSwrt*cAA«nc3a Usng 


psibiecoT^mLrKaMrapr^'ara. ThSJSversion 


capabto 01 mdortng tinrt Wdon 11 1 nls LP to 


i,aa9t,porB.iiMtTifXT, devices. Cosemndows, 




10.anupda»tovefMn10on(f4k236. ttaSas 


1S.D00ln»MGond. Bhvyortr. Mvr. Jerry 


sowns. tfm baled bus or lasi Guru code 






Kalaus 


runber. Clean up rnemory, TtuOi tfxjsed tbraries. 


350,E10Qc&l-geneca:ior£pefsenn]. VersiO'^ 


du^ jiv'iO<i;u,tK; downkiad aoivaton, bcaer user 


OrtiyAm^Ths demo is Rob's srvy to tfw ^ 969 BADGE KiSer 


devices, for^s, ett and a wtiofe bunch morel 


VCinduOessourw-Auaiof: WaSerSlricWer 


irtarfaco lor seiinj opocifi. rnproved s-ansmission 


Deftio Coyest, where it Mjn&ihpEace. t 


Spawis tts ovm prwess. Av^handy 


NafneGame AEfaniebasedcnapopulactypeottton: 


speed, ard other minor >gn hancem ems. indbdes 


demoTBratBS sotrnd.muttlttsking, HAM cotor. Iho 


backgnJLffidlasktohaveloaded. This isvBrjJQn 


s)(il] puHte nxTlMtgeneraliy sponBcred by 


VMitX, AuUw: R*ck hbeOnct 


bl-tior, and morfl. Bfna;y only. Author: Hoti PocX 


2,&. sn updaie B FF228.OT! hM a coniplmefy 


new$papas. Bina^onty.Auttw: MikeSavtn. 


Fnid Fish &hk 262 


FrKinsh Disk 249 


rewntten vifirtace and an toonify feature. 


GladslonePraJycWm 


indont Thisisv«fsioniJofGNiJMeni,aCsouTcecode 


Calendar A progri-n iftai fforwntes catendars h any one of 


As^mbfy source induded- By Werrw Guniher 


Sbvb a pubfic domajn dona of The UNSX rf ediSof. 




10 stan^rd jormais lor any year aliof 1900 


fn^mmzi^ 


Supports *tndaW'Siing, arrow keys, and Ihe help 


upinconsislonOyirxterftedoode. tndixJes souxM- 


Binary only. Ainfior P«tcDAduPait9 


\1iCflVeracn 2.9 ol tr* Drfl^rai Am^ vttOO emu^tor with 


kfly. Ths is V3.7a.aAi45dai&loFF217, Charges 


Authofs: DovdopodbythomvorsityofCalitorraa. 


ChessTuior Chess Sior is a proctam designed to 


ketmii ard wode^ r.!e vansler. Ths yarsion adds 


MTdude the addSx o! ARP wiictard espa-iicn 


Serkfiioy, ih* Urjverjiiy cJ Utras. Urtiana, and Sun 


ingrodkiee novice oheis players to \iv basics of the 


an AREXX port, r^ scr^j; anC AREXX 


for liia names, suppon lot ttw "tcmir featura d «, 


Hcrosystems. he. GtlU version by JmKr^n. 


game. Shareware. wrrnenir^AmigaBASiC. Author 


car-fTurete. some Pug fixes, ft aolty to loe 


Mhefffl1allenf^anc8m9m:s, and sane tug Sies, 


Amiga port by Dan ftrey. 


Wllamxrdan 


ajstsm exiscna prowd iWtJes (not XPA), wti 


IfTdudes source. Aiflwr: VaiwH. Amiga wrlf bji 


Anble A qt>ck •brtf e force' prosrarr lor sdving lor 


P(CpGa<lgei Ej^TipieccdetsrusinflproFcrMnai 


npport br zmodem. Updiaianvtti<on2.6ondM 


G, R (Freci) Wilw 


anagrjms. Moi very eleflan. but gets the jcft done. 


gadgeis. wntspiiin assffnbly coda and C. that can 


I3a. deludes sourcaAuftr Dav«Weckar,Tor>y 


FminihDiihZfT 


rdudol Kwm. Autficr lAke G/Mh4-^ 


beca-iodtromytuownACpkatcn. \atMti 


Surran. Frarft Arcfts. andC^uckFotsbelg 


CabrReq Aatopa^ewkrarycaJiaUerromanypn^vr. 


Lo» LcttJ Is Oes<gnod lo replace you- user grou;; s oH 


sofm. Author Jerry Trwfinw 


Fred Rsh Disk !7fi 


Us«) la KSasiine cciOT d *ny screen. 


shoeboi Ui oJ mmbcf shp mnbers ajTd nama 


RadSoojo Thsderrm.wfchiwnTitiplaconftBigK 


et; T>iS4nraiWijRicflartfje{\tfy toft 1999 


V-OTa»cafifatfrjasioscrMflSiM.fvnberel 


indtdd umcpizju tothe process ofdnwmg lor 


BAOG E Killer Demo Cortts, um kknod al 


BADGE KderDenuCotesL AniKeniang 


cdof^ Has many iMtLfK indodirig SPREAD, 


doorpf CBS at cfub meetPfigs. kidudes Eoixm. 


teaunol tn Amiga axierwn^, ndudng the 


l^u? of ft» vniaiion is thai il mai ft Cofifer 


COPY/UNDO. RGa,HSV,a5we0as 


Author U^GnKhan 




to diow ft Iowa right comer o( ft Kreen 'n K- 


custecntzatfe gadgets. Baiary criy- Auihcr Je« 


OU(w» A vvy sff.aJ mowsa acceier^or i4K) wrinerv in 


la.VJdge. and pre«nt4ve prioniiTed m^ApiaskinQ. 


Ass, wide lating ft resi of ft BToen in to- Res. 


GlaQ and Xn Fore 


assernbly lanjjiiaoe. but wiiri Ries o( ^ lestjes 


hdudes souToe. AuSwc DavvOuK:k.MarkHiley. 


Bh^on^-AitfKT AkfvdMdiKn 


F»eJO Jv\ updaM u tw !fla rcquesia' library thai 


43liislarQer«utint. Not retzted to OMoLse on 


Tomas Rok»d^i 


CSckODS A'dwtvyuliiytr^eprogrvnwKEftii 


appearft3on£isk«?03- Thsonehasrw* 


ftik 49. Tl*j rt rtt&on 1.6. ihareware. brary 


ShewO* A u»y program that gnphicalyjhowuhemipfll 


rcascnaU^ sma?. uses a tin^ window on ft 


leatjrBS. nfitde S*s. ijocs. and eia-mpies r C. 


orty.Auflttr: Lyman EpC 


sectvs used on Soppy dAm by flW or aw» fm. 


Worii^nch screen (wfiich cain alsote isorttfiotQ. 


assetrbt/. and Base B«ury onhr Autlxr M\ 


Q View A very imtf Ma vam progran (only 3K) wmen m 


The mapprq 11 ctfor COM 10 you cm teitfy 


does not j-ef/ on [^ridr piOQiraffli ror most ol iu 


Glift arid Jn Fere be:$ed on onj^J C by RJ. 


issen^ language, but Mn mos ol the leaures 


what iBOors are used by *ie various diworias 


finaions, arid c vsry nprory eflciwfl. TM is 


Meal 




andlfes indudessourcemastomblylanguage. 


v?rsion1,10,binarycn!y.ALirtor- Gary SratlYaios 


V^ VLTisbahaVTiOOemuEaltyandaTeUfWM 


binary only. Author: Lyman Epp 


Auiia: aemhard Wasner 


DaleBequestBT AmfidiiftlTatprortOeslrMionbajed 


[4014 piussytsei CU105) emUatw, ctfwiiy in 


WoridOataflank AprojwusfiacwOfJP^'Sid^. 


SpinPoner WhieD&ngffi'QuOhMmemiayartfiveil 


SLVpcniorsdicifengad3levak«lromftusflf. ft 


loa al sue {Slanb^ Unea; Acceeraflr 


dectas s/wl ard m aaa avaiaae by tte C lA under 


bund ttufetHegonihat got overlooked bekra. H 


s^iporis tnOt pQirt-and-ctdi selecbon d data 


Ceffler). A^^x^Te VTtCOpan wisorispraffr 


iho Frecdim ol Infonnaaon ^ ID draw a Meniator 


is a short soi/ca modu'e Ittat prcvtJos a tusy 


values anJ (feed ««y of ft ift^vidual 


tasttJ en Davfl Waiter ei Jl's vrtoO', niany 


prciecKri of iny u^a of the Eartfi thai you NQ^ 


rdicalD' replacement Isr v^ sandard fNxjiA 


coHiponerts. EdsondudosasandaloneARcn 


onhanenefifs wwe rnado- The program requres 


1helDiBpBCt.tnvahaBdegrw5ofiTttgrifca]3on. 


pQner 'ncAjdesStt/ce.Augior Uarit RfL'rei 


(tivs) date tacjuencr prognm nttic^ can McSM 


ARP.ar«i:h3saJiAfieMpofi XMOOEUIfV 


Ai» indOdn 1 progrsm tw dsoiayi 1 laefiie 


FffcJRshQiikiTO 


ban AFten macro 1*15- hcMiw source. Auftr 


CRC and Kem ( praxd suppoi ai so incf udetf. 


ri«w* o( any regpon. Version 2.0. ifckjdfrs souta. 


CdutnnSol A text filet program ffiat lakes u Input a IMi 


Martarira 


Otfier teaVH indu^ support far addaanai 


Authw: ThQClA.iU«CfOsnariBot>Wtod 


wtih m «ord per Ens i/id poduc» a Ue wHi 


FwdRshPiskaTT 


seriaJ ports, exlemal r^ irarts^ prc$xo(s, and 


FfMRlftPflKm 


these wcrts tad ai n the ame order in even 


Al^TMAaTM (ArrugaReairnflUtntorjdiiplaytand 


thaTmode. THeTetensnotemylaaQngtoftS 


Serwai AargBoy-ncedBftonioncrwiedwiHTirtio 


ffiitfftra as many as irf r.i Kfois He oujpui 


cottttts ^ysieni aarvity such as tasks, wntows. 


savrtg IFF files. PcsiSffipmes. art pwKino 


Sdv« SV. (Mue PhMDiab. Odure Pain ii; arid 


scecn 0- page wifi a: ^eosl one space beMeen 


Krafjs. device, lesouicess portL residenui. 


b(tn3{Btotriep1nGr. Ttisisversian42£,3n 


lie Diredor. t ooraiss of approiomauiy €0 to 7Q 


coianiRs indudes sa,;rce in Modula-2. Ai4hor: 


rtemiptSr anJ vectors. Versnn 05. bCiFf oi^. 


upc^ie W ver wn 4.Ci£5 on dsJc Z15 and versipr 




KatPaJDcia.n 


hitor. D«tmarJansen»lf.J.Mena!a 


4.D36 on disk ^. CccrresinrM versions, one 


about ffrw and a laH neks. TMs is Bndey 


H.^3adajp A hard isk haciup uility that does a Tile by 


lew Ah>gh-4eytfp^gtanminglanouaeBwi(ivieniii« 


with TeMronx equation, and one wrJxxrt. Other 


Schenck-s Bftry to ft 1^ BADGE lOtar Demo 


He ocpy to standard AmqaDOS noppy cisiis. 


bdttes tor procBSiing stings and tStS- Icfirt h& 


(inanpei mduda hjl XPfl version 2.0 support. 


ccnutsi.and Mm L^pUcfitn theoiruesi 




uverBl KMT leatifDs, iixhxlirq eipresscns ftt 


andascrolbadt.'TBiwwTiis^butfff. Brmry 


Becauie ol its pze. it has been split across hro 


T^s is version 1 3d. an updaie to verjion ZA on 




Dr^y.^i.nta: WdiyLansoveW 


dtskj Thercaof[neBl«areon(SsJc2e4, 


tSiXiTO ai.Taryoniy.Atlh6f Ma;kBiflli« 


evaxieLtJon that aubmatica.1/ scarcfxs lor a 


EQfUilatLSISUSfi 


ReqiwBs 3MB or mw rf mettty » i^n. Autnof: 


TooMueMD IhsanmatmJSJ.ms miry tolho 1989 


successJiJ result, ard arng tcarir^ng mat alk>ws 


Badup Backup and ReslorealkM you to badojp any 


3nd!«ySchtfdi 


BUJQE <i\ff l}anoCpr^Gst, where :: won 1C;h 


c^aiKD^sonstr^gstobD tomiUaiw: at a high 


ctr^iory iree wiih optional cotipresson. and 


FmfFlshDisKZW 


plao& liisaw3rnngiQ]r>o$cioiyou»^sp£^ 


conceptual ^Bvel. con resembles SN0S0L4 m iis 


Lau^ejftraaanDrpa.io(nairae. The proieciiQn, 


Serstnel A isrg* raytrated anifnaticr!. THi is BratSey 


too mucf) time n Ifori ol your computer monibcs. 


erftphasis en figfrtevel Etnng procfiKing ard a 


dale, and Tile corrvrpem are saved with eadi lib. 


Schenckfi entry to me ^9S9 BAKE ftDer Dwio 


Sinary only, Auhgr: Jim Robinson 


dasignpfdosophythaiaiiosirs ease oj programming 


T?idstsV2.W,arnjpdaleloFFlEa. Bnaryonly. 


Wfiiwi. and tvon first piaw ir the contest. 


Fred Hsh Disk 2T1 


antf short, concise program 1, T^s is vers ion 7 ,S of 


Amnot: Hacaikjn 


Because ol Its size, it has been spfit across two 


CPUStandort Ttus cuiQ'computer ttm' animation is 


the pubic domaif^irnpictTiefitaiiCn of ton Irom -he 


DWduw a vw satft screen & nwjsa Wanker, hi/lO window 


d.sks. ThorBitoftholilesarecndisk253.Au:ha: 


Bob's entry tfi ihQ 1989 BADGE KJlet Dome 


UtivetSFtye! Arizona. liisanupdatatoversionBO 


acuvalor, mouse lax/ema, popdi, poo vi'Jicbw 


3:a[£oy5c^onck 


Contest iciiol visual loi^es in ifus one, Bnaiy 


(lorndJskSI. Binary oniy. Author: Ralph Gnwoid, 


10 bint, push mndow u back, QIC, widget 


Ftftfnih.aiKa} 


crtjf.AiJwr: BobJariousok 


ClflEflJefiery.etaJ. 




VAUX-Kiior A very ^jnny animabcn wtidi won 2na 


LaserBoiTg This raytraccdarunaibn wih ton] is 


LabeCPtim A peofpam that alkiws you to easily print labeli tor 


program lor iflewitiDMouse. ThrssDMotse 


p(aco h f» ^ 989 BADG E KOw Demo CornesL 


Mke 1 e^ry to ite t9e9 BAOGE Jtcff Deno 


yourdisks. This is version 3.0, an updaislo 


vwiicn 1 ^. arv update h3 Jb versbr on dsit 


3ecau» «i ra ua. he dvno is stA acres M 


Contest. Ttts'AnwgaSong'talajuslbaOedinti 


v«rsicrt2i torn (£sl( 238. Sftarewve.Cinar)ror4y 


23S(atsocaliedi.er9ont.aDj. hcWes source, 


[^sks. TheotfvrHetanon(fSk2fi6. TwOfioppy 


ere-gy' Bnaryoriy.ay: lAJu vanderSortimen 


(soiiraav3iattehmauftr;.By: Aortas Krebs 


AifiDT ManO&n 


dTNH, or a rwd dsk, ara stwgly rBconmenJed. 


£BdR^ft.,0!SX27a 


LPE LaTeXPiquBEdiorisagrapfKaledterkr 


STF^eptay AstuiedttmryiitKhallnnbaibigandplayng 


3<wycnty Author: RogarCtfren 


Ar^igaPtfiA program des^ned to prettd ft pertormance of 


producing -pidutei' lor ft UTsX tyscm. wtieh 


or SanmKlvBiaklB. even inn N0h level 


Fwjnmmaijtt 


horsesmarxB. Theprvndoiittutfttacm 




iangiagMl»BtS)eerC,««X]u(«iyipeciat 


VAUX-Kltf Awylniyvitiuicn*WiKii2nd 


afleuns a N»e t parbrmaree. and (MuHty ft 




ericn hdkjdasioft&AJhv: OtwWa^^r 


pmnnittS BADGE Mv Demo Ctnsn. 


resJlo4ftracfl.canbegrvenavak«. &niry 


COnWtdMUffdtAiniiil ThqitiiVMnl.t. 


Sufib ThesMpportlbraryneetJedBreouWirafCus 


StauM or itt lizft. t» dano It apk aoott iM 


aty.k£Kc. F^envAduPana 


an i4idzla to vBnkA lit Ol dsfc ^O, and itiduSei 


progranis d Uaffs him tw source, ndjdrig 


«iks. ThtoftrUefWWdtkSEl Twfk^vy 


Batoon Thsarinaiionwir sound eflKtsrst>iyBstf*yb 




Orm. OUcuse; ac JeSKCiD FF16S. So/ce. 




ft 1969 BADGE K*er Demo Cflrtefi. Bwy 


iHUet. optittued n». aM tom« bug liies. 


By: UanDibn 


apiary onfy Auihor: floger Ciren 


oriy. Aiitiof: Dave 5ch«4iar 


aftryoriy.Auftr: Joerg Geisi^ec 
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BIT MOVIE '90 

COMPETITION FOR COMPUTER ANIMATION 

IN REAI. TIME 

The Adriatic Coast Amiga V.ser Clob and the Municipalily of Riccioiie Italy Iiave organized the Third 

CpDipetition for Computer Animation in Real lime. 



1. 
2. 

3. 

4. 

5. 

6. 

7. 
8. 
9. 



■'4 

All works rendered in real time on the Amiga wilt be accepted. 

Worksj will be accepted which use any and all programs available, however, no works 
will be accepted which use public domain objects or backgrounds. 
Each competitor may submit up lo four works. 

The animation must be submitted on floppy disk and there must be a description and 
script for each. 

For each anhnation, tliere must also be a still picture on disk that can be used for a 
photograph. 

All subniLssions must be sent to; Adriatic <~oasl Amiga User Club — c/o Carlo Mainardi — 
Via Bologna ii.l3 — ^70^6 Riccione (ro) Italy. 

A special conuiiission will decide T\-hich "R-orks will be admitted to the competition. 
Deadline for all materials is March 15, 1990. 

The ^^l^ni^g animations will be selected b\ ilie show's attendees and a qualified panel 
All decisions are final. y^'^tU>^-- 



Mrst Prize 
Second Prize 
Third Prize • 



Prizes: 

Ut.I,O00,O«O 
, ,. Ut. 600,000 

' '^^'''^^^^rr lit 400,000 



Contest information and rules were translated (to the best of our ability) from a letter which we 
received from Carlo Mainardi. According to the letter, over 1500 people came to last years competition. .All 
entries last year were from Italy. Judging will take place April 14-16, 1990. For more information, write to: 

Adriatic Coast Amiga User Club 

c/o Carlo Mainardi 

Via Bologna n.l3 

47036 Riccione (FO) Italy 



WBAsilgn A smM VtehBcndi pragrsD tial crealss AffligaOO S 

rrjy be TTsSe b^ speciying a coapfate |Bfi (as 
Kjpporsd ^ 1^ CU command), or ^ spec^ a P371 
retilnv to the ctfTcrt (tndOTT. l^s aiijM^ 2 prc^^^n 
sndiuissif^lobenioiiiodeasJy. hiddccn. 
WSAstign can QVW utigns ipKitid in p« ixri tin 
tf oPvf prograni s toca^ed anynfiBce in ihD ETEten . Ths 
IS vcf&on 1.20, binatyoi^. AuCxr. Jotn Geitach >. 

WBRm Aprogan3taiaJip»«jWqrtiaench«5er5ioh8v?rBs«jflr( 
progran:!. u in 9b lesidert capefciBy of WShei IhB 
AHP stxL am i^ wai .3 SfxL VersKn 1 2ti. 
s^arswse, tifofy ortjf. Aa3TQc JcfinBickm 

Frtd Rrfi Oirti g7a 

ARigaTteiiThm swm wTxh are a parody of tt Sl2f Trtk svei. 
witi in ATi^a Ravtf Aij^xr Wke Smi'iwrtit 

ASpto Av9r»ng(theSP!CE2G.6crwitaniJyji5p!Off2ni 
Hficti has been mo6he6 (c run in tfse ^JTtga 
anvil onm ant The pfTJ^ an arrays are Jdjusted to irequifo 
one lentti h^ tnmciy pT lh$ DEC VAX vBi$d^. 
Although tiis does rolusua Ely pu! mucTol a DOT slraini 
on arcufi analysis, some users who an; used to tie lu^i 
mainlrame environcTienl ms/ t^'its lo &; mere awars qI 
Ihg memory demaixis of "Jiff r anal JSS- RequiresS 
rrimmum d1 UBmemofy. Thsversiixinetlher 
supports nor requires eha 63020 pnxxfiscf or 6388^ 
MpftKeisa. ThisisAntgavefsion5/.anup<Ja:e!o 
ffl77. B>TwyDnly.AuOxir&: htany.sda 
Oocumertalian. Aoiga pod tqr Dan Warns. 

Fog TiMCUuWeslistANrcEsk«idB0rqgin«niii«non 
AmigaDOS floppies. inAnks source. 3y: OavidGay 

AHi A1c3n-»«sAei(orf«Aiitiga. Some i^ its leanres 
nduds cixnmafxl sitettukn, diei krctens wfi 
paraoetara, abases, local vanables. Ixal tundoRS. bcal 
af4i», ponertU csRt^ tt:^£U«s ane ttstt. emts 
tiyls kw edtng anJ iisio<T fafctero, ikO redireCcr, 
pfWl, targe ian9t)f ci bul-inainuRlt, Utix il]ita 
widsrds, Utiii tiyleflsnwcDni'Mjsis.Mrifni 
completion, and coedstence «i9i scripa Irom mtvt 
$hels. Vsfy weil'aocirn'SniEd. Version US, Esa7 crty. 
Author Steve Kcrw 



iitcusaOocii Adoc^andhMmenwryiisplayiJtityShai 

qvemm a inizi: dspiay tied u yay rtouse. \j^T:q itfZ 
hardwa;e£;rto:a5?ie6sp!ayarea. VersonIZ 
mctdes sou^w Au9v, cidlSd^ihel 

MHBackUp AhttddHitiKMirtCtrtuidssafaabyBe 
apgrtoatindardAinigaCOSloppydsks. InCbdeian 
kmiWonlnttrtiotandUtcoapnttion. TTisitiieciiyi 
3 3a. an LfidlH to FFSTO.tt b atttiMltlt^ htfat 
vfirMTk Binary only. Bf ItatkfMrM 

MFPrr! AosuSitiing^nLntty^sendilnttBnbettveie 
pmtv dErvciC or r« sb-ndard output Bsides evtantfng 
tatM , i3 ttil ^so geneme page heaoers, kne nunAers, 
a.Tdne*ini(g«. V«iix3An;ixteSEaecs-By: 
MaiiRinfnt 

8crse»iu}( Av:/ujd«ertonproof3mthac3niSciK{wi-iousfC(nT5c! 
ihecommon&ooiBtocKan^lirAtypemse!. Raih^ihan 
ch£>cl<j:^ lor a spcofc virus, it boKs iorccnc^ioris Eftai 
irxf cate a possjMo wrus irleooi, ittus it can detect ne^ 
)iriir4 of ijrritaf virusfif Vef»efi3.0+,ineXjddSSCMi''COiJi 
asierptjiy. AuDoc RaJf ThajTner 

CM A c&!«tal moch^nlCS simiMcf wi Ji an Intuitiofi w^terface, 

Vou ccnsffu:! a layout c( celestial bodies and specify 
various WiiTiBBers fot Vv bodies and ^le siinulaiicn- CM 
then Ani:Tia<fq ghe bodes accoi^Eling to the Ism ol 
gravituiotial ai^fDcton Si3'CLi{}STiayt»savedtQc£sli!to 
iwrrfinac! inimestng scenjr^ Vejjom.o. incJu*s 
taxtv. kJtiQc: VJ.JonnGuroau 

Grajph A proTam ihai draws rrjihema'jcai ^JV:tJoas ai a pixie. 
Tftii a.id aieE ngy be VJd^. aid tne regit saved u diiSk 
Of pfinsed- Usei a tifl ifMJon rsetiaffi w^ niiApie 
wftfowj (one per piph), requesaers. et Veraan i .0, 
Tcrjia WVX6- Author Dsrid Gay 

fr*dFt*hDiikiH1 

Dit GSIJ lUI and iSP uIHh, ««niin I.IQ. TTiiEmBcn 

pTi^a^ 4l tw Itium d BSIXi t0l pbs oc^cnt » ^ 

non-ASCl Bai. b igner« cntfigtt tai luti insert or 

oooiH iVi,. fM nor*- TtQ ttrtion of GNU tf is pan tf 
tfaRCS|)BckigBk3inlanFF2S2. lncbdtass(UGa.9y: 
IAoHMrW.D9vidHsjn.ftdatiSlataaft ftUn 
ToMT. AfliiaapotbrRiyaiondBrandaRchSeteeeer. 



DinOir CarparflstHcnmemo(tw(freclones.9«iwalnga 
bsiddflefQrx»$tot«iandardMput. DaeosUesof 
dtsctores pftM in on iMftttiiy but rxX tfie D&9, Me 
XBtdts mat m^s&tfi (daiH, bQi. comrienu, rc), 
a.tl d Jtersnccs fi Us site. Vwsion M . m ;<idat0 13 
Ffisa.hdudeitauxa.Autior Haikllntni 

FifPrifB 0*ugcifsflMici<flit3rp«9ramfi«hchdbn'th»verry 

WtlBltwenvrOnmon! Fa.'Pm!coniJSrtcCliwrTiajDr 
parti: i fartiour process oon a rca>iv« ar^d aartuM 
massages and r«)j6jB. a.id a »t of C ^Jnqiqns e E* 
liTfced rt&a-Tif ptsgra.Tiwiirtr^&OTnrrwKaie w4fi pie 
Fi'Pnrt nan process. Version1j,i.xXjaBSSOL«a 
Author Cfa'Bsrmel 

L3ad!naQe A.i iTF ILBM readv i};ai accepts overscarwd 
piaixGS. allows )OU to Krotl around in thw tkvnap if fie 
picture rj \ityst tnan w ftirrem ^pliy. ifltlij on bwi 
PALand f4TSC nac^no), wppcrts wfor eyeing ujingi 
imerrupl core', arti suppers pnrnrij of .rrage portions. 
Versior) 1 .9, includes nxica Aidur: OUI Banhel 

WRAflPFlta Ejrtindrt ARP Me :iijpt»(| pgcAjjo thai sdds an 

orthogcnaJ seto! roui^nes which si'wsr; gcwralized 1 
wiJi reSAd'Ca tracKjrg ivh'la using i,tBAF.PJit)rary. 
Includes 60i:tcs, ALrtngr. WarV R:n'f9i 

MRM^n ApacJt35evllllc^l cortta^ns ail Amgadocurnerrt reading 
sysKm similar to ihe *man"«jmmard onUP^lX systems. 
It oflers a high d^ce &I flojiit>i>ty n the namrg and 
p(acemBflIcldOft>^'en!^;esff^yfttf iynem Thisit 
wrsoi I OartJnci«J«i»w».Auifw: Uafkftinfna 

Ffed Fish Disk S82 

Pru'sKa.'^ef A cuiiom PRT;iJrrv8r«Mc}vo(tnsuy tir^ 
sneflsu^pcnatwaSaslniuddauipooCnt Varsb^ 
U,'riMintaiot.*Jtv. OM SafM 

RCS TheHm«riCorVfllSyABa(RCS}nariBSRuiiiF'e 
[BvisiDrts of wn Has. RCS auBniAtt iha Aorin^ 
re^A'al, bg;;r(^ ilJlilAcilon. VVi BW^ng of rswtsions. 
RCS 4 u$«iJ toriKil Mii|ftNteitft(«^ienily, tv 
Bt ii n 0BproyiflH.tlciCUWimoft,'j|rapft tt .pip B i. 
Iannla9n,«it ThidRCSvMionUifldincludH 
nni [fw Hun b tv ONU dil progran used «fi 
ftt CtoriMkin ti' RCS can ba fnnl on (fat 281 ). 
Autur Water Ticny. AmigiponivniytacniJBr^na 



ToftaContTLjed.-. 

In Conclusion 
To ine best of olj; krcrrtledgs, :7e ma:eri3]s in t^J5 
l^Kary are freely cistr.outaWe, Tr. s moa^j tnsy were 
e^ttier puWc^y posted am plawc m tr^e pjWc doman 
by iheir autnars. or they have re5tr)c;i3r.s pj&iisTigd n 
theitfiKtov^hJchwehaveadHereC, l!yoj become 
awa'e ol any woiaiion of me aunors' w.s^.es. p'ease 
cor.aciLiSDyrrLa;. 

IMPORTANT NOTICE! 
Tnis list is conpien ard pji) isrec as a service to ^« 
Commodore Amiga cofnrnun ty lor ir^.'ornaEional 
purposes only. Its use .s res;ric:ed to norKammercrg! 
groL;ps only! Any ai;pLcat:on tor camrnercia! purposes 
IS 5iriclly fomdd^n. As a part of Am3Zl^^g 
Computir^'*', ihis list is tnheiently CMyrigHied. Any 
irfringe.Tier^t on th s. proprietary copynght withou! 
expressed wrinen permission of trie publishers will 
incur L^e full force cl legal: actior.s. 

Any non-com merciai Amiga user grot;? wishing lo du- 
pli{^[e this list should contact: 

PiM PuMitaiiOnS, lie. 
P-0.eox 859 
FiiRjver.UA 02722 

RM Piitiiicattons Inc. is exEremeiy IntereslKJ n heif>ng 
any Amiga iser croujK in non-coT.mercal sjoooft br 
the A-Tiiga. _ 
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Amazing Amiga P^ AC GUIDeAmiga 



Two Great New Ways to SAVE 
on the Original Amiga Monthly Resource 



Complete Today, or Telephone 1-800-345-3360 



Name 

Address . 
City 



State 



_Zip_ 



Charge my DVisa CMC #_ 
Expiration Date 



Signature 



^ y ^ 


[MasterCardJ 


^ ^ A 



VISA 



Please circle if tlii.s is a New Subscription or a Renewal 

PROPER ADDRESS REQUIRED. In order to expedite and guarantee your order, all large Public Domain Software orders, as well as mosE Back 
issue orders, are shipped by United ParceJ Service. UPS requires that all packages be addressed to a street address (or correct delivery. 



All ClKiryt'S ;irc stibJL'Cl lo -.i S20.00 
mininiuni tclicirges under S20.00 
will rtjceivt: ;i S2.00 seivice charge). 



One Year 

Of 

Amanng! 


Our regular renewal now includes 12 monthly issues of □ 
Amazinje Computin(^ plus the Sprina edition of AC' GUIDEj^iMIGA \~\ 


S28.00 U.S 

S'i^ .00 Foreign Surface 

S36-00 Canada and Mexico 


Our 

New 
SuperSub! 


12 monthlv issues of Amazing Computing PLUS \C° GLIDEAmigA D 
3 Product Guides! Spring, Pall, and Winter! A .savings of S32.25 off the D 
newsstand price. The Product Gtiides alone retail for S6.95 each D 


S36.00 U.S 

S52.00 Foreign Surface 

S44.00 Canada and Mexico 



Please circle any additional choices below: 



(Domesiic and Foreign air mail raws avaikthle on reqiiesi) 



Back Issues: $5.00 each US, $6,00 each Canada and Mexico, $7.00 each Foreiq 


n Surface. 


VI .1 VI .2 VI .3 


VI. 4 


^/1.5 


Vl.6 V17 V1.8 Vl.9 


V2.1 


V2,2 V2,3 


V2.4 V2.5 


V2.fi 


V2.7 V2.8 


V2.9 V2.10 V2.11 


V2.12 


W.1 


V3.2 V3.3 V3.4 V3.5 


V3.6 


V37 V3.3 


V3.9 V3.10 


V3.11 V3.12 V4.1 1 


V4.2 V4.3 V'1.4 


V4.5 


W.5 


V47 V4.8 V4.9 V4.10 


V4.1 


V4.12 












Public Domain 


Software: 
























$6.00 each for subscribers (yes, even the new ones!) 












$7.00 each for non subscribers 


(three disk minimum on all 


foreign orders) | 


Please circle your Pub 


icDoma 


in Software choices below: 












Amazing on Disk; a#i . 


Source a Listings 


va.as V3.9 




A*2. . Source & Listings V4.4 












A#3. . 


Source & Listings 


V4.5 l V4.G 




A»4. . Source A L 


stings V47 S V4.a 








ADS.. 


Source S Listings V4. 9 




Aoe. . Source a L 


stings V4.10&V4.11 








InNOCKulation Disk: IN#l...Vfus 


protection 


A#7. . .Source 4 Ustings V4.ia & V5-1 








1 


2 


3 


4 


5 6 7 


8 


9 


10 11 12 


13 14 


15 


16 


17 


18 19 


AMICUS ° 


21 


22 


23 


24 25 26 




















1 


2 


3 


4 


5 B 7 


8 


9 


10 11 12 


13 14 


15 


16 


17 


18 19 


Fred 


20 


2: 


22 


23 


24 25 26 


27 


28 


29 30 31 


32 33 


34 


35 


36 


37 38 


39 


40 


41 


42 


43 44 45 


46 


47 


48 49 50 


51 52 


53 


54 


55 


56 NA 


Fish 


58 


59 


60 


51 


62 63 64 


65 


66 


67 68 69 


70 71 


72 


73 


74 


75 76 


77 


78 


79 


r^A 


81 82 83 


84 


85 


85 87 NA 


89 90 


91 


92 


93 


94 95 


LHsks 


96 


97 


98 


99 


100 101 102 


103 


104 


105 106 107 


108 109 


110 


111 


112 


113 114 


115 


116 


117 


118 


119 120 121 


122 


123 


124 125 126 


127 128 


129 


130 


131 


132 133 




134 


135 


136 


137 


138 139 140 


141 


142 


143 144 145 


146 147 


148 


149 


150 


151 152 




153 


154 


155 


156 


157 158 159 


160 


151 


162 163 164 


165 166 


1S7 


168 


169 


170 171 




172 


173 


174 


175 


176 177 173 


179 


180 


181 182 183 


184 185 


186 


187 


188 


189 190 




191 


192 


193 


194 


195 196 197 


198 


199 


200 201 202 


203 204 


205 


206 


207 


203 209 




210 


211 


212 


213 


214 215 216 


217 


218 


219 220 221 


222 223 


224 


225 


226 


227 228 




229 


230 


231 


232 


233 234 235 


236 


237 


238 239 240 


241 242 


243 


244 


245 


246 247 




248 


249 


250 


251 


252 253 254 


255 


256 


257 258 259 


260 261 


262 


263 


254 


265 266 




267 


268 


269 


270 


271 272 273 


274 


275 


276 277 276 


279 280 


281 


282 












(NA Denotes disks removed from the collection! 












Please complete this form 


and 


mai 


with check 


mc 


ney 


order or credit card 


information to; 



Subscription: S_ 



Back Issues: S 



PDS Disks: $_ 



Total: 



RIM Publications, Inc. 

P.O. Box 869 

Fall River, MA 02722-0869 



Please allow 4 to 6 weeks for delivery 



DIGI VIEW GOLD 





4096 Colors in High Resolution 



Digi-View Gold, the best video digitizer for the Amiga, 
just got one hell of a lot better. With the ail new Digi-View 
4.0 software you can do the one thing most people thought 
was impossible — digitize and display all 4096 colors in high 
resolution! We call this revolutionary new graphics mode 
Dynamic HiRes and you will have to see it on your own 
screen to believe it. But that's just the start of what mal<es 
Digi-View 4.0 a breakthrough. Other new features include: 
Dynamic HAM (fringe free HAM), Noise Reduction (for the 
sharpest images ever), ARexx support, super bitmap digitiz- 
ing (directly into Digi-Painl 3), 24 bit color support, 68020 
compatibility and dozens of other new features making 
Digi-View Gold the hottest Amiga graphics product ever. 

It's still just as easy to use as before. Simply focus 
your video camera on any object or picture, and in seconds 
Digi-View Gold turns it into Amiga graphics that glow with 
vibrant color and stunning clarity. Whether you are creat- 
ing graphics for desktop publishing, presentations, video, 
or just for fun, Digi-View Gold gives you dazzling images 
with amazing simplicity. 

Digi-View Gold is designed specifically for the Amiga 
500, 2000, and 2500, and plugs directly into the parallel 
port. With complete software control of color saturation, 
brightness, sharpness, hue, resolution, and palette, 
advanced image processing is as easy as adjusting the 

'Requires slaodartJ gender changer tor use with Amiga 1000 Digi-View Gold. Digi-Parnt 3 and 
Video Toaster are Irademarks of NewTek. Inc Giwe a rTiar\ a VCR arid he can waich reruns, give 
him B Video Toasler and he can -nake his own' 



controls on your television. 

If you want the best graphics possible for your Amiga, 
then you need the best selling video digitizer of all time: 
Digi-View Gold. 

Only Digi-View Gold: 

• Can digitize in all Amiga resolution modes from 320x200 
up to 768x480 (full-HIRes overscan) 

• Uses 2 to 4096 colors (including extra halfbrite) 

• Uses exclusive Dynamic modes for 4096 colors in HiRes 

• Is 100% IFF compatible and works with any graphics 
software 

• Can digitize in 21 bits per pixel (2.1 million colors) for 
the highest quality images possible 

• Has advanced dithering routines that give an apparent 
100,000 colors on screen simultaneously 

• Has powerful image processing controls for complete 
IFF picture manipulation 

Digi-View and Digi-View Gold owners easy upgrade: Upgrade to the 
incredible new Digi-View 4.0 software just by sending your name, address 
and S24.95 + S6.00 for shipping and handling (S30.95 total) to NewTek Digi- 
View 4.0 upgrade, 115 West Crane St., Topeka, KS 66603. If you have a 
Visa or (Mastercard call our toll free order line at 1-800-843-8934 and 
we'll rush your upgrade to you immediately. 



Only $199.95 

Digi-View Gold is available now 
at your local Amiga dealer. 
Or call 1-800-843-8934. 



NswIek 

INCORPORATED 

Circle 140 on Reader Service card. 



